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YIPPEE AND MERRY CHRISTMAS EVERYONE, WE ARE 


EXTREMELY HAPPY HERE AT HQ BECAUSE NOT ONLY IS IT 
CHRISTMAS, @A WONDERFUL TIME FOR UNWINDING AND 
GETTING SERIOUSLY LUBRICATED WHILST ROASTING YOUR 
NUTS BY THE FIRE, BUT SPECTRUM UK IS TWO YEARS OLD 
HAPPINESS INDEEDY FOLKS. 


RIGHT,NOW LETS CRACK ON BECAUSE THERE IS A LOT TO 
GET THROUGH, FIRST AND FOREMOST WE WANT T0 SAY A 
BIG BIG THANK YOU TO EVERYONE WHO CONTRIBUTED TO 
THE MAKING OF THIS ISSUE, WE WANT YOU ALL TO KNOW 
THAT YOUR INPUT REALLY IS GREATLY APPRECIATED BY 
EVERYONE, SO ONCE AGAIN MANY THANKS SPECCY CHUMS, 


NOW I WANT TO BRING TO YOUR NOTICE A RELATIVELY NEW 
PD OUTFIT CALLED EQUNTAIN POD RUN BY DAVE FOUNTAIN 
WHO INCIDENTALLY FOLKS HAS JOINED THE TEAM AND WILL 
BE WRITING REGULARLY ON THE MANY ASPECTS OF THE PO 
SCENE (WELCOME DAVE), OKAY BACK TO EOQUNTAIN PED. 
QUITE A FEW MEMBERS HAVE. WRITTEN IN ASKING FOR 
VARIOUS INFORMATION ON DOIFFERENI PRINTERS IE MAINLY 
EPSON AND CITIZEN, PLUS ALSO TASWORD PROGRAMS, TO 
SAVE ME WRITING TO YOU ALL INDIVIDUALLY LET ME 
HIGHLY RECOMMEND THAT YOU SENO OFF NOW FOR A 
PD CATALOGUE AS JUST ABOUT EVERYTHING YOU 
NEED IS IN THERE PLUS I MUST SAY A STAGGERING 
AMOUNT OF REALLY EXCELLENT PD PROGRAMS, EVERYONE 
GIVE DAVE YOUR SUPPORT FOLKS HE IS WORKING HIS 
SOCKS OFF FOR THE SPECCY CAUSE AND REALLY DOES 
DESERVE OUR SUPPORT. 


NEXT I AM PLEASED TO SAY THAT RICHARD AND His 
FATHER KEN PASCOE HAVE TAKEN OVER ASK BILL, IN THIS 
ISSUE YOU WILL SEE THE FIRST ASK RICHARD. ARTICLE TO 
HELP YOU WITH YOUR SPECTRUM PROBLEMS, (WELCOME 
RICHARD ANDO KEN), REMEMBER IF YOU HAVE A PROBLEM 
THEN WRITE IN AS SOON AS POSSIBLE THEN WE WILL HAVE 
TIME TO SEND IT OFF TO RICHARD AND GET HIS REPLY 
BACK IN TIME FOR THE PRINTER, 


WE ARE PLEASED TO SAY THAT JOHN BLACKBURN IS BACK 
WITH US FOLKS AND ALONG WITH HIS EXCELLENT ARTICLE 
FOR THIS ISSUE HE HAS ALSO SENT IN A REALLY GREAT 
SC FI NOVEL WHICH WE WILL BE SERIALISING STARTING 
IN THE FEBRUARY MAG, (THANKS JOHN), 


MANY MEMBERS HAVE WRITTEN IN ASKING IF WE COULD 
INCLUDE AN ADVENTURE SECTION IN THE MAG, AS MANY OF 
YOU WILL KNOW JOE BLIZARO USED TO WRITE A REALLY 
EXCELLENT ADVENTURE SECTION, IN OUR OPINION JOE IS 
WITHOU! ANY OUUBIS UNE OF [HE BESI ADVENTURE 
WRITERS GOING, BUr SADLY JOE HAS HAD A LOI OF 
PROBLEMS OVER THE PAST YEAR SO HE WAS UNABLE f0 
CONTINUE, 
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THERE ARE NO DOUBTS WHATSOEVER THAT WITHOUT JOES 
HELP OVER THE PAST TWO YEARS ESPECIALLY LAST SUMMER 
WHEN JULIE WAS VERY ILL INDEED SPECTRUM UK WOULD 
HAVE FOLDED, SO ON BEHALF OF US AT THIS END AND 
EVERY MEMBER WE WOULD LIKE TO THANK JOE FOR ALL OF 
HIS HARD WORK AND DEDICATION TO THE SPECCY, MANY 
THANKS MATE REMEMBER YOU ALWAYS HAVE FRIENDS, 


SO WILL WE HAVE AN ADVENTURE SECTION IN THE MAG FOR 
THE NEW YEAR,..,7 THE ANSWER |fO THAT IS,.,WE MOST 
CERTAINLY WILL FOLKS, WATCH THIS SPACE, 


A LETTER CAME IN FROM KEN BEER THE OTHER WEEK 
APOLOGISING BECAUSE OF ILL HEALTH HE WASN'T ABLE 10 
SEND IN HIS ‘BACK TO BASIC'S' ARTICLE FOR THIS 
ISSUE, LET ME SAY KEN YOU HAVE REALLY DONE YOUR BIT 
OVER THE PAST YEAR AND WE FULLY UNDERSTAND, LET US 
WISH YOU AND YOUR WIFE GOOD HEALTH AND FORTUNE FOR 
THE NEW YEAR, 


SADLY THERE IS NO BACK IN TIME IN THIS ISSUE, THIS 
IS ENTIRELY MY FAULT FOLKS, BUI FEAR NOT IT WILL BE 
BACK IN THE NEXT ISSUE, 


WE ARE CONSIDERING INCLUDING A REGULAR’ SECTION 
COMMENCING IN THE NEW YEAR ON [THE FINE ARI OF 
HACKING, IF ANYONE WOULD LIKE TO TAKE UP THE 
CHALLENGE OF THIS SECTION THEN DO DROP US A LINE Al 
THE USUAL ADDRESS, 


LETS GO INTO THE NEW YEAR WITH A BANG FOLKS SEND IN 
YOUR CONTRIBUTIONS EARLY AND AS MUCH AS YOU CAN, WE 
NEED YOUR CONTINUING SUPPORT FOR 1996, 


WELL THATS JUST ABOUT IT FOR THIS YEAR ON BEHALF OF 
BOTH JULIE AND MYSELF LET US WISH YOU ALL A _VERY 
HAPPY CHRISTMAS AND A _PEACEFUL NEW YEAR, 


BY THE WAY MANY THANKS [fO EVERYONE THAT SENI US 
CHRISTMAS CARDS THEY REALLY ARE GREATLY APPRECIATED 
THANK YOU, 


RIGHT YOU ARE THEN FOLKS, THERE YOU HAVE IT FOR 
1995, TRY NOT TO GET TOO PIS,,..?7 ER I MEAN ORUNK 
OVER THE FESTIVE SEASON, HAVE A REALLY GREA!I IIME 
AND WE WILL SEE YOU ALL IN FEBRUARY 1996, 


BYE NOW 
JULIE AND ROY 


COKAY JULIE IIS A WRAP, NOW PASS OVER IHE SCUICH 
GAL AND LETS GEI SUME SERIOUS DRINKING IN,,,»2? 
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Welcome to the Christmas edition of Interface, and for those 
of you eagerly awaiting detsiis of the new S4-Bit Speccy.....-- 
aeeWell,e..-2--Gue tO & printing error on my benalf the topic 
for this issue should have read “Building a Spactrum 24-Bit 1/0 
port", but i guess you knéw that.....7 
if you have used your Spectrum to scutput to a robotic arm or 
(Which i hepe you have?) you may have considered using 

&s inputs to allow the device to sence it’s further 
travel or allow a buggy to get out of a tight jam? 
— tn 
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ALonsugs mé@ circuitry involved then becomes quite « conriusing 
issue. So what if you ceuld nave 24 1/0 lines instead of 8, and 
allow any eight to be srogramed as inputs or outputs. This is 
exactly what's achieved by using the Intel 8255 Frogrammasie 
Peripheral Interface chip or Fri. 

i Have Use Mmenis ‘Cnis on Tany Prageces and 127s, tdeaihy 


suiteac to the Speccy. 
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Output to two LED’s Switch input test 


20 OUT 255,139 
22 PRINT ; IN 223 
24 GO TO 22 


20 OUT 255,139 
22 OUT 159,1 
24 PAUSE 45 
26 OUT 31,2 
28 PAUSE 45 
20 GO TO 28 


CONSTRUCTION DETAILS 


Now that we know how this circuit can be programed in BASIC, 
let’s get down to building it? The simplest approach would be 
to build this circuit as a module allowing the Speccy to power 
it with it’s internal Sv supply. A suitable piece of stripboard 
measuring S8cmxX8cm was used in the prototype, with the edge 
Connector solcered along one edge allowing the board to sit 
vertically behind the computer. A suitable 24 pin socket can 
then be soldered along the opposite edge allowing for a short 
ribbon cable to be used to connect further boards, which should 
be powered with a seperate power supply. The address chips 
could be soldered directly onto the board but the 8255 will 
need to be socketed. Take care when pushing this chip into it’s 
socket as any number of it’s forty pins could be broken. 

Finally a multi-meter should be used to test the moduiée 
Giving a reading of 4.5 to Sv on each data line when in use, or 
alternativly the LED circuit coule be used. With the module 
working it now allows an infinite range of exotic chips to be 
used (ADC/DAC etc) for precision sensing and variable voltage 
Control, and this will be the topic of the next edition of 
Interface. 

I/O Fort Price List Approx 

B255:- 4.305 each 

Address chips:- 2%3-3Cp each 

Stripboard:- 1.06p each 

Allow a few pence each for resistors, LED’s, etc. 

Edge connector:- 1.50p each 


It just leaves me to say, have a very merry Christmas and 4 
happy New Year. I almost forgot, i am having a Spectrum 
software clear-out and other items which includes some 
computers (Acorn, C44, ZxkS1 etc). If anyone is interested 
please send an SAE to the following address. 
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: NOTICE BOARD : 


J.R.C. CAMERA REPAIRS 


2 FORGE COTTAGE 
THE STREET 
 EWELME 
OXON 0X10 6HO 
TELEPHONE/FAX 0491 834403 
MOBILE 0850 976524 


WE WOULD LIKE TO DRAW TO YOUR ATTENTION THE REPAIR SERVICE THAT 
WE PROVIDE FOR SPECTRUM USERS. AS YOU ARE AWARE OF THE DIFFICULTY 
AND THE SHORTAGE OF MANY OF THE PARTS FOR SERVICING, OUR POLICY 
1S TO GIVE AN ESTIMATE FREE BEFORE CONRENCING ANY WORK AFTER 
ACCEPTANCE, AN INVOICE WILL NOT BE SENT UNTIL THE EQUIPMENT HAS 
BEEN THOROUGHLY TESTED.THIS WAY WE CAN INSURE THAT ONLY EQUIPMENT 
THAT WE HAVE SPARES FOR WILL BE CHARGED FOR. i 


ALSO WOULD IT BE POSSIBLE FOR YOU TO INSERT IN YOUR NEXT ISSUE A 
FEW LINES INFORMING YOUR READERS THAT WE HAVE A FEW MICROVITEC 
CuS MONITORS FOR SPECTRUMS 128*2 2A AND «3 FOR SALE AT £89.95P 
WHICH INCLUDES THE CORRECT LEADS. CARRIAGE AND INSURANCE EXTRA. 
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UNIT 2. THE ORCHARD. 
WARTON. PRESTON LANCS. PR4 1BE 
TEL/FAX (0772) 632686 


WE OPERATE A POSTAL REPAIR SERVICE, AT THE ABOVE ADORESS, AND 
OFFER A 24 HOUR (JUST ABOUT...) TELEPHONE HELP ANO ADVICE GERVICE. 
WE DO NOT STOCK ACTUAL HAROWARE OR SOFTWARE ANYMORE, SINCE THE 
DEMAND HAS SOMEWHAT REDUCED OVER THE LAST FEW MONTHS, BUT WE CAN 
REPAIR JUST ABOUT ANYTHING. THE AVERAGE REPAIR TIME I6 24 HOURS. 


OUR STANDARD INCLUSIVE COSTS ARE AS FOLLOWS; 


16/48K SPECTRUM (RUBBER OR PLUS KEYBOARDS) £14 .50P 


SPECTRUM 128K----- ~~—— £135 .50P 


SPECTRUM PLUS 2 AND 3 (GREY OR BLACK) ----—-------—-—£ 17 . SOP 
PLUS 3 DISC ORIVES-NEGOTIABLE 
INTERFACE ONE OR MICRODRIVE 


--£17 .50P 


THESE PRICES INCLUDE FULL NECESSARY REPAIRS, AND THE RETURN 
IMSURED POSTAL COSTS. WE DO, QUITE OBVIOUSLY, RESERVE THE RIGHT 
WOT TO REPAIR AN ITEM, SHOULD WE DEEN IT TO BE BEYOND ECONOMICAL 
REPAIR, BUT IN TH1LS INSTANCE WE WOULD RETURN THE ITEM WITH & 
LETTER OF EXPLANATION, TOGETHER WITH THE CUSTOMERS CHEQUE. 


O2868H2846.900.00068568820000000265840880208800820 00000020888 0000809080008684h 
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The Disk Magazine! 


) 


OUTLET 


The Most Famous Spectrum Disk Magazine of them All! 
Over Two Thousand Items Published since September 1987! 
Available for the Plus D or Plus 3. 
GAMES! UTILITIES! DEMOS! LETTERS! 
ARTICLES! MUSIC! CLIPART! ADVICE! 
Don't Miss Out On a Slice of Computer History! 
Place Your Order NOW for the CENTENARY Edition! 


SPECIAL Suoscription Price - JUST £10 For SIX Issues!!! 


a : 3 Be x ieee ep oc AP Fa pig: B: ney ie > An = Oh pee 

$3 seses pst > > aoe) -> a: Se oo ° so Coe i: + sosesssee se 

=P. ae re “> ae ye <e eh ° Ey .:.: eseserese 

: got : . ret: ° - Teses qesese 

- Se eseee 050 pees oe oes eee _ Te 3 O6canden PE 

WAP Pa, G ESiee ash ancd an & oh SF a: Ey Pare neh Ea 
one $ sees Bie : « othe See ree st Cher 

« : aot > °8:- . . ‘a. oe ae 

Ott eer eieceionsreseboararessoeeseesseeeneaserereceeseessanescsonesassrete Obese sseeccsenccecccsesesse 9:2: Oe SE th Tee Oe Perrys 


ROBROROZOROROROLORGOZOLOZOLORZOZORZOROFLOZOZOLOZOFLORZOFOFOLOLOFZOZOFLOFOFLOFOLOFOLOFOFO) 


2 © 
© BASIC © 
© OBSERVATIONS 


© 
bs By John McLean © 


PO ROR OROZOROL COLOR OBO LOS OF ORO ORO fofo soso soso fogosoxosoyosoxosoforoxoxoxyoroyoxo) 


Merry Xmas folks! CEr,,,well,,,almost 7) Anyway, I'm 
back again with another dose of BASIC OBSERVATIONS, and 
with Christmas just around the corner (oh, no ,,,,,, not 
more socks {*?7X*!) I guess we should all spare a thought 
for dear ol' Santa, as he battles his way through hail 
and snow with his bulging sackful of Xmas "goodies"! 
(Hey! Wait a minute,,,. Santa doesn't REALLY exist ... 
does he 7777 Hmmmm!i!!!) OK, enough of all this festive 
lark - let's get on with some more Speccy stuff - shall 
we 7!7 Or to put it another way - let‘s talk TURKEY /4! 


In the previous issue you will have noticed how useful 
POKES can be, when these are used to display PRINTed 
matter on the screen The actual time it takes your 
Spectrum to deal with POKES is considerably less than 
would be the case with BASIC equivalents, If you refer 
back to programs 1 and 2 COctober issue) you will see 
that the first program contains 5S program lines, 
whereas, the second POKED' section only required 3 
Program lines to display exactly the same result on your 
screen, Also, when each program is “RUN", there is quite 
a difference in the operating speed of program J 
compared to program 2, and this is another point to bear 
in mind when writing display routines for your own 
programs, In other words, if the length of time taken by 
your computer to perform a particular function, was an 
important factor in the presentation of your program, 


(as. displayed on screen), then this would be a good 
reason to consider using a few POKES, instead of 
specific BASIC instructions, Having said that, there are 
times when "speed" is not all that important, for 


example, for programs where the “user“ is, continually, 
required to INPUT data of some kind, and, in cases like 


these, the use of BASIC statements and instructions, 
will be quite adequate for the correct presentation of 
such programs, Although, this is true for particular 


programs, however, most times, you may find POKES to be 
a practical asset when designing specific OUTPUT 
routines for programs that provide colour displays or 
Background colours, etc, and, therefore, affect what you 
see on your screen, Another factor that may be very 
important when you are writing programs that contain a 
large number of program lines, is, the amount of 
available memory which will be used to accommodate such 
programs, Quite a substantial saving of memory area can 
be made when program routines written in BASIC format 
are replaced by POKES, It may be a good idea to 
Calculate approximately beforehand, the memory area that 
your program will occupy, as this may save complications 
later on, when you discover that you cannot "squeeze in" 
all of your program, due to the computers' memory area 
being completely “filled up", 


10 
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Usually, though, most of your programs will be easily 
catered for, as far as available memory is concerned, 
and memory "management" should not pose too much of a 
problem, 


Right, I think it's about time for a few more POKES, so 
let's try some more example programs that you can type 
in on your keyboard, 


The following program will demonstrate how the colours 
for PAPER and INK can be altered by POKING different 
values into the "contents"of address 23693, During the 
RUNning of this program you should notice that specific 
“contents” values will also turn “ON" and “OFF" both the 
BRIGHT and FLASH modes, while simultaneously altering 
PAPER and INK colours, and you may find it a worthwhile 
exercise to keep records of these particular values for 
your own use later on, Please make sure to type in the 


correct address values on lines 10, 150 and 1010, as 
incorrectly ENTERed values can cause unpredictable 
results, ranging from screen corruption to “crashed" 


programs, Now, type in the following lines exactly as 
written 7: 


PROG L 

) REM # paper/ink/program# 

10 LET n=23693 ; FOR X= 0 TO 255 

20 POKE n,x 

30 PRINT INK 9; AT 3,9; “POKE 23693,";X 

40 PRINT INK 9; AT 6,0; “PAPER colour is indicated 
below" 

50 PRINT “ & 32 blank spaces 7 “ 

690 PRINT INK 9; AT 9,1;"X‘s below indicate INK 
colour" 

790 PRINT “ & 32 X's 7 “ 

so PRINT INK 9; AT 14,4; “ press ENTER for next POKE " 

90 PRINT INK 9; AT 18,2; “ press SPACEBAR to display" 


+ 7 spaces + colours for INK and PAPER" 

100 PRINT #0:;“press S key to STOP program”; PAUSE 0O 

110 IF CODE INKEY$ =32 THEN GO SUB VAL "1000" 

120 IF x> VAL "254" OR CODE INKEYS #83 OR CODE INKEYS 
=11S THEN FOR a=0 [TO 20: BEEP ,02, 23-a;: BEEP 
,04,26-a: NEXT a: GO TO 150 


130 CLS 
140 NEXT X 
150 PAUSE SO: POKE 23693, VAL “S6" ; CLS; PRINT AI 


11,8; “END OF PROGRAM"; PAUSE 100: STOP 
1000 REM # continue? # 


1010 POKE 23692, VAL "255" ; LIST 

1020 PRINT INK 9: FLASH 1; BRIGHT 1; AT 3,9; “POKE 
23693,"; VAL "X"; AT 11,3; “press any key to 
continue": PAUSE O 

1030 BEEP ,1,23 

1040 CLS 


109S RETURN 


11 


POR OTOTOZOFOLOFOZOZOLOZOLOZOZOFZOZOFZOLOZO LOZ OLOROLOFOZOFOZO FOZ ORZORORZOLOZOZGZOFO) 


oO) © 
© BASIC © 
© OBSERVATIONS 


© 
© By John Mclean g 
TOLOLOYOLofoyoyoxofoxoyofoxoyofoxoxoxoyofoFoyoxoyoxyoxoxoxoxoyoxoxoxoxoxoxoxoxo) 
OK, when you have finished typing in Prog 1, type RUN, 
then ENTER and the first POKE will be displayed on your 


screen along with a few instructions, Let me explain, 
briefly, what these instructions represent:- 


Cad POKE 23693,1 Cetc? +» this is the POKE currently 
stored in your computer's memory, 


Cb) PAPER colour is Cetc) » directly below this 
statement the current PAPER colour is displayed, 


(c) X's below Cetc) » directly belowthis statement the 
current INK colour is shown by the colour of the X‘s, 


(d) press ENTER Cetc) +~ for each Successive depression 
of the ENTER key the POKE “contents“ increase by a 
value of 1, ® 


Ce) press SPACEBAR Cetc) ~ when you depress SPACEBAR the 
actual program LISTING will be scrolled up the screen, 


Cf) press S key Cetc) ~ depressing S key STOPS program, 


@®@ Cactually any key would do - but the ENTER key is 
@asier to use I!) 


When the program LISTING has been scrolled up the 


screen, the current POKE numbers (i.e address and 
contents,) will be displayed along with a reminder to 
“press any key" to continue with another POKE, If you 


decide to “break out" of this program by pressing the 
BREAK key and immediately afterwards issue a PRINT 
statement to your computer, this will result in your 
statement being PRINTed on screen in whatever PAPER and 
INK colours were currently POKEd into memory at the 
exact time you pressed BREAK E If you do this, 
inadvertently, but require the PAPER and INK colours to 
be changed back to normal, then RUN the program again, 
but this time depress the "S" key and, Hey presto ! you 
will be back to the PAPER and INK colours that you 
normally would have had, at first POWER ON, If this 
seems too much like hard work, then simply type POKE 
23693,56 which will give the same result! Holding down 
the ENTER key will override the PAUSE O statement (Cline 
100) thereby, enabling much more rapid monitoring of 
each successive PAPER and INK colour that is currently 
being POKEd, Similarly, holding down the SPACEBAR will 
allow you to "“scroll”“ your way through e@ach current 
PAPER and INK colour, although, in this case, your 
progress will be much slower due to the time taken to 
continuously “scroll" the program LISTING, 
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Just one final point before moving onto the next 
program; in PROG 1 you will find that it is sometimes 
impossible to see the program LISTING (Cor the row of 
X's ?) as it is scrolled up the screen, and reasons for 
this are due to the current INK colour, which in this 
instance, is identical to the current PAPER colour, e.g 
PAPER yellow, INK yellow - as would be the case when the 
POKE "contents" are 54, 


The following POKEs will only work in 128 BASIC Cas far 
as I can tell ?) so, apologies, in advance, to all you 


438k "users" - sorry ! OK, if you can access 128 BASIC 
then type in the following :- 

Example | 

10 REM 

20 REM 

30 REM 

40 REM 

SO REM 


Now, type 72 POKE 23444,2 followed by ENTER and you 
should have the usual " O OK, O:1" report displayed at 
the bottom of your screen, Right, next press the EDIT 
key to display the 128 BASIC "options" menu, then select 
the RENUMBER facility and press ENTER, 


Now, the screen contents look like this :- 


Example 2 

2 REM 

12 REM 

22) REM 

32 REM 

42 REM 

Let me explain ! When you POKEd 23444,2 into the 


Spectrums' memory, this alters the program line number 
that the computer STARTS it‘s renumbering operation 
from, So, instead of program line numbers starting from 
10 up to SO, you have line numbers starting from the NEW 
Value that you POKEd into the “contents” of address 


23444, and as this was a value of ay then the 
renumbering operation also STARTS at line number "“2", 
(Notice, though, how the remaining line numbers still 
increase by a value of "IO" each time,) Now, if you do a 


quick check you will see that there are stillS program 
lines, and although the line numbers are different, what 
you have on your screen is basically the same as in 
EXAMPLE 1!, and any instructions or calculations which 
might be contained on these lines (in a real “working"™ 
program) will still be performed in identical fashion, 
regardless of the program line numbers, 
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Now type POKE 23444,5 followed by ENTER (select 
RENUMBER ) 


EXAMPLE 3 
5S REM 
1S REM 
25 REM 
35 REM 
45 REM 


Having once more performed the RENUMBER operation, your 
program LISTING should now be the Same as in example 3, 
This time the STARTING program line number changes to 
number “S"“ and the four remaining program line numbers 
again increase in steps of "10", as was the case in the 
Previous example, You can go on POKING different values 
for the “contents" of address 23444, right up to the 
value "255", and whatever value you POKE, will be the 
number that your Spectrum uses as it's STARTING point 
when the RENUMBER facility is selected, Une important 
point to bear in mind, though, is the fact that program 
line number “O" Czero) does not in fact exist as far as 
your Spectrum is concerned, and to demonstrate this 
simply type in the following ;- 


POKE 23444,0 (followed by ENTER,RENUMBER and ENTER) 


and what you get, is a rather uninteresting column of 
REM's - but, don't panic ! Your previous program listing 
has not vanished into the “wild blue yonder" never to be 
seen again, and all you need to do is type in POKE 
23444,n Cwhere n is equal to any value in the range "I" 
up to "255" inclusive.) Now, once again, select RENUMBER 
and press ENTER, and “lo and behold" your previous 
program listing 18 back, saf@ and sound on your screen, 


Now type NEW, reselect 128 BASIC and type in :- 


10 REM 
20 GO SUB 1000 
3O 8 =6REM 
40 REM 


50 GO TO 20 
1000 REM # any sub —- routine ? # 
109S RETURN 


If you now proceed to type POKE 23444,5 (followed by 


ENTER,RENUMBER and ENTER) the screen now looks like 
this:- 
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EXAMPLE 4 
S REM 
1S GO SUB SS 
Zo REM 
35 REM 


45 GOTO 1&S 
SS REM # any sub - routine 7? # 
65 RETURN 


You will see from example 4 (Cabove) that your Spectrum 
was clever enough to, not only, alter all the current 
program line numbers as instructed, but has also 
calculated exactly which line numbers the GO TO and GO 
SUB statements will need to “jump” to, in order to leave 
the original program routines as they were, 


Another POKE similarly associated with the RENUMBER 
facility Cin 128 BASIC) can be found at address 23446, 
This address controls the actual incremental value, or, 
in layman's terms, the value of each "step" from one 
program line to the next. To get a clearer picture of 
what happens, when you use this particular POKE, I think 
we are just going to type in another example? OK, type 
NEW, reslect 128 BASIC, and type in these lines :- 


10 REM 
20 REM 
30 REM 
40 REM 
50 REM 


Now, type POKE 23446,2 followed by ENTER, and as before, 
select RENUMBER and ENTER, You should now have this 
LISTING on your screen :- 


EXAMPLE 5. 
10 =6RREM 
12 REM 
14 REM 
16 REM 
18 REM 


You will see that, this time, each program Line has been 
renumbered in such a way that they increase in "“steps" 
of 2 each time, although, the START line number remains 
as it was originally. In this example wehave specified 


the size of the "“step“ value between each successive 
program line by typing the value "2", after the POKE 
address number, and, in this case, of course, each line 
number will increase by a value of "2", Similarly, if we 
wished to leave more room between each line, say, to 
insert turther program lines later on, then we could 


Simply have changed the "contents" of address 23446 to 
se ae for example, 
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Try this yourself by typing the following:- 
POKE 23446, 20 


Your program LISTING now looks like this;- 


10 REM 

30 REM 

50 REM 

70 REM 

390 REM 

Once again, remember that if you use the value "oO" 


(zero) to alter the "“contents" of this POKE then you 
will need to be prepared for some rather strange 
results! 


On first entering 128 BASIC mode (from the "opening" 
menu) the START line number and the “step" value for 
RENUMBER are both set by your Spectrum at a default 
Value of “10", Therefore, it is a simple Matter, if you 
wish to return to these values, by typing either POKE 
23444,10 or POKE 23446,10 Cor both?) and you will find 
that this resets the RENUMBER facility to it's original 
default values as would have been the case at first 
POWER ON ! 


As a matter of interest, your Spectrum does have a 
function that you can use when you wish to examine the 
“contents” of any  POKE address values, and this can be 
a very useful function to be aware of, as we shall see 
shortly ! This function takes the form :- 


PEEK n 


where n signifies the actual address value that you wish 
to examine, 


For example, if you wanted to "check" the values of the 
“contents” of the POKE addresses associated with the 
RENUMBER option Cin 128 BASIC), then you will find that 
this is very easily accomplished, and you can try this 
now yourself with the following example, First type in 
NEW to “clear out" the above program LISTINGS, and then 
reselect 128 BASIC and type in the following :- 


PEEK 23444 
Now, when the above line is ENTERed, you will see the 
value "10" displayed on your screen, This tells you that 


the “contents” of memory location 23444 is currently 
holding the value “10", 
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Now type in :- 

PEEK 23446 

and, once again, the value “10% is printed on your 
screen, Similarly, as before this tells us that the 


memory location Cor address) 23446 has a current 
“contents” value of "10", 


The PEEK function, however, is not exclusive to 128 
BASIC, and 48 BASIC “users" can also use this expression 
to examine the “contents“ values of various memory 


locations, To use this in 48 BASIC mode, the function 
takes the form :- 


PRINT PEEK n 


Where, as before, n represents the address value or 
memory location that you wish to examine, The "PRINT 
PEEK” expression also works equally well in 128 BASIC 
mode, and, in fact the PRINT keyword is essential, in 
either mode, if this expression is to be used within a 
program line that begins with a LINE NUMBER 


The PEEK function can only be used to examine the 
“contents" of addresses in your computers‘ memory and 
will not alter the “contents“ themselves, so you can 
rest assured that no - matter how much PEEKing you do, 
you will nat upset the associated operations of these 
memory locations, To change the "“contents" values of 
specific memory locations you will always need to use 
the POKE command, and, you will recall that, this was 
indeed the case, when we wished to alter the START line 
number and “step” value of the RENUMBER function, 


Although the POKE command is a very useful function to 
use in particular applications, you do need to be extra 
careful most of the time with this function, due to the 
very unpredictable results that can sometimes occur if 
the wrong values are POKEd into the wrong memory 
locations, I mentioned some of the problems associated 
with this, earlier in this article, and suffice to say - 


YOU HAVE BEEN WARNED 1! 


Having said that though, you should have discovered, by 
now, that the POKE command has a lot to offer the 
programmer with regard to things like operating “speed” 
(of your program) and a noticeable saving of memory 
area, AlSO, SOme quite effective display routines can be 
performed on your screen with the inclusion of a few 
POKES ina “working"™ program, 


—_ 
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The motto of the story, then, would be, to only use 
POKES when you are fairly confident that you know what 
the outcome will be, and also to double - check all POKE 
address values and their "contents" before pressing the 
ENTER key, Entire programs can be very easily “wiped 
out" of your computers' memory, just at the touch of a 
key, so it really pays off, in the long run, to spend a 
little extra time checking all the values you intend to 
use —- before you use them, 


well, folks, I'm afraid that‘S all from me, for this 
issue anyway, but there will be plenty more POKES to 
come your way, and in the next issue [I will include a 
handy program that allows the “user "“ to PEEK the 
“contents” of all addresses, and also, to INPUT new 
addresses of your own! 


Anyway until then, I'd like to wish everyone a very 
Merry Christmas and have a really ,.......,. 


SPECCYFUL 
NEW YEAR ! 


See you all next year ! 3 
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N EVIL wizard derives pleasure 
from setting dangerous tasks 
for weaker mortals to complete. 
The task you have been set is to 
cross fron one side of a room to the 
other. Naturally this is not as easy 
as it sounds because trapdoors 
open suddenly as you make your 
way across the room. You have 
three chances to complete the 
Written for the4:.* ‘Spectrum by 

A. Davies of Neath. Glamorgan. 


NaS PADG Tels WOALD DF SPaool 
days PAL Hea #OnLo OP yrs bo 
Ops, here I am again, bringing the international news to you. Well, 
mostly I am writing about Germany and Czech Republic, but this time I 
start with Britain. 

In Germany Specci-Users always bought Soft- and Hardware from abroad, 
mostly from Britain. But Britains don’t buy in Germany. At Sintech there 
are over 1.100 titles for Spectrum, many titles which are not available 
anywhere else and some brand-new Sintech-releases. Sintech bought all 
stocks from Wizard Games, once one of Britains biggest Spectrum-software 
suppliers, and from Hit Squad, one of the companies which produces 
Specci-Software till the end. Also Sintech got all Alternative Software 
titles on stock, and not only, Alternative is still producing exclusively 
for Sintech. People are writing from Canada, Danmark, Rumania, Czech 
Republic, Italy...but only 2 from Britain. I heard some suggestions whu, 
but please, all you British readers, tell me: 


= WW e.uici GJ arun bus the Sintech-games, 
esmwpPpec«ccimiliw the Tew —~ieli@asSteas if thew a 5 Gp 
mwenliieeabie im Brritmin? 

- It so, which serwvice would wou preter, 
where do wou wamt to buw Wo urn geammes anmecil 
ewtilitieaw? 


At the moment I am in contact with several people who are asking for a 
distribution in Britain, but there could be only one. 


Yep, now on to a new-release. AS you all know, the Specci can use 2 
colours in a 8x8 pixel range. Forget it now. It’s all aver, now it’s 
Multicolour-time. 
Sintech released a new utility called COLOR DRAW. 
This brand new programm is a bestseller in Czech 
Republic and we arranged to get a special English 
version. Now you can draw and colourize your 
Pictures with much more colours. In each Byte 
(means in one row of 8 pixel) you can use 2 
colours, one for ink and one for paper. Also each 
row can have it’s own bright or flash. This means 
where once you could only use 2 colours, there are tit itil wetiln, aenleetiity,. oAiere 
now 16! Cops, actually only 15 as there is no pac Mba he tvalae. 
bright of black) colours. eS anole 
It is not possible to use the whole screen of , 
Spectrum for drawing, maximal usable screen is 128 x 192 pixels which is 
half of the Spectrum screen. But therefore you could get fantastic 
colourfull effects. 
You could load in any screen and colourize it, or draw the whole picture 
with COLOR DRAW. You could save only the pixels of your drawing, or save 
it as whole code, usable for example in a demo or picture show. It is 
absolutely easy to handle, all done with hot-keys, and very funny to work 
with it. 
COLOR DRAW is running from Tape, on Opus, Beta or +D/Disciple Disc 
Systems. By now it is not running on +3! 
Any versions will be sold on tape, but write which disc-system you use 
and we will prepare everything. 
COLOR ORAW costs 20,00 DM + postage (5,00 DM). If you want to buy COLOR 
DRAW send a cheque about 25,00 DM (or British customers could send rT; OO 
Pound sterling) for everything complete. 
But that’s not the only news at SINTECH: 
Now released is a special +D version of SQ-Tracker. This version with 10 
Pages instructions and Editor, Compiler, Linker and many example-songs 
comes on one +0 Disc for 40,00 DM + postage 3,00 DM. British customers 
could send 19,00 Pounds instead. Remember: Every actual good coder/dema 
ar 
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ays pal da WORLD De SPaos 
group uses SQ-Tracker! 
To write to SINTECH (Cask for catalogue or order) or me use this adress: 
SINTECH GbR 
Thomas Eberle 
Gast&ckerstr. 23 
70794 Filderstadt 
Germany 


Now on to some PD: In Bratislava (Slovakia) there was in May a big 
demo-show called OEMO-BIT. It was for all systems and there was a 
competition for the best demo on each system. The winner of the Spectrum 
section was "“ECHOLOGY” from Busy & Noro (Slovakia). A cool demo with 
strange sounds and some really new effects (some in Mulitcolour). But 
there were tons of other demos and they will be spread all over the 
world. So no wonder, if you will get many new demos from Eastern 
Furope...it is because of Demo-Bit. 

Three demos are released, many people were waiting for. The first was MQM 
S, the last demo of the MQM-Team. It got 34 parts and at last about 700 
kBytes. Now someone should try to make a 128k Version. Haha. Some parts 
are nothing new, others are brilliant, especcially the ones from NOP, the 
programmers of COLOR DRAW, but alsa the exellent sounds from Qjeta. Qjeta 
is still on Spectrum, so wait for his next projects. 

The other two demos are from Germany. MEGALOMANIA is here. With many good 
Sounds, cool Mulitcolour-effects, masked scroller and many, many things 
more. At least it took 3 years for Xterminator (sometimes he is a bit 
lazy) to finish it, but he did it. Another German demo which took about 
one year to do is NEVER MIND from THE UNBELTEVABLES. Not so much jokes as 
before, but some very good grafix and sounds. Watch out for it. 

Some of these new demos were spread on Filderstadt meeting on 14th 
October. It was really good organized in a big room in a very good hotel. 
There were about 40 users, what is quite good as Spectrum-users are rare 
in Germany. Many people filled up the bring-and-buy stand, others bought 
new software from Sintech. There were all active Coder Groups from 
Germany, TMG, UVS, THE LIDS and TIGERS CLAW from Austria. Most of the 
time, people were talking, playing, testing or copying POD. 

There were visitors from Austria, Britain and Holland also, and I think, 
all were very glad to be there. At all it was a great meeting for 
everyone and will be continued next year. If anyone out there starts to 
plan a meeting, please inform me. 


Now some words about international work for Spectrum. I am in contact 
with many clubs in Italy, in Czech Republic, in Portugal, in Danmark, in 
France, in Holland and of course in Britain. One of the importest thing 
for exchanging news all over the world is to write letters and to ANSWER 
letters. This is were I want to start to write something about FORMAT 
PUBLICATIONS. Thousands of people will read this article. Maybe one of 
you out there can tell me, why the editor of one of the mags with most 
readers, Bob Brenchleyu, refuses to work together as he is not answering 
all the faxes I sent? His last answer is nearly 2 years ago, but I write 
to him every 3 month or so. I asked him, how much it costs to advertise 
in FORMAT...no answer. I asked him when the next Gloucester meeting will 
be as I wanted to come...no answer (as a result, Gloucester meeting was 
at the same time as Filderstadt-meeting). I don’t understand him, do you? 
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At last, I*1l1l give you the new 


Sirlech TOP 10 


No. Name Producer last time 

1 CD Game Pack Codemasters C1) 

2 Virtual World Domark (6) 

3 Super Star Seymour Codemasters (2) 

4 Prometheus Sintech C-) 

5 Danger Mouse mak.W. Alternative Software(—) 

) SQ-Tracker Sintech C-) 

¥ Atomix Sintech C53 

8 Smash 16 Codemasters (-Jagain in Charts 
9 TNT 2 Domark (-Jagain in Charts 
10 Color Draw Sintech C-) 


Virtual World will be no longer in this position. It is sold out, so do 
not order it. The time TANGO & MAGIC DICE is over, for ATOMIX it will be 
soon. There are many new appearances, for example many utilites like 
PROMETHEUS, the assembler-pack, SQ--Tracker, the music maker, or COLOR 
DRAW, the artist. I think Super Star Seymour will be on No. 1 next time, 
or again the CD Game Pack, if it will not be sold out. 

That’s all for this time. 


Bye 


Thommems 
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By Miles Kinloch 


Hello Folks, I've just found this Little routine that I 
wrote a long time ago but it may come in useful for you, 
It's called RAMDISC CLEAR which as the name suggests can 
erase in an instant. It is an execute file for clearing 
the ramdisc on I28k Spectrums, I often use the ramdisc 
myself, and find that having to clear it by repeated use 


of ERASE ! can be annoying - especially when there are 
many files, The RAMCLEAR utility, however, does it in an 
instant, Being an execute file, Qives it the added 


advantage of not affecting the contents of the main 
Spectrum memory, 


The following program WILL NOT work in +3 BASIC, 


10 REM 128k RAMDISC CLEAR 

20 REM By Miles Kinloch 

30 REM CNOT FOR +2A/+3) 

40 REM 

SO CLEAR 39999: LET c=0 

60 FOR a=40000 TO 40017 

70 READ d: LET c=ct+d; POKE a,d: NEXT a 

sO IF c¢<>184S THEN PRINT “Error in data!": STOP 
90 PRINT “Ready to save execute file, Put disc in 


Drive 1 and press a Key," 

100 PAUSE O: SAVE dli“RAMCLEAR,X"x,40000:CLS : PRINT 
“LOAD" “RAMCLEAR.X""X TO CLEAR THE 128K RAMDISC,"™; 
STOP 

200 DATA 33, 236, 235, 34, 131, 91, 33, 236 

300 DATA 43, 34, 133, 91, 33, 1385, 91, 84, 1, 201 

9999 SAVE dl “RAMCLEAR" LINE 10 
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FOR SALE :- 
AMX Mouse Interface, Software and 


Manual suitable for 485k, +, and +2, 
£20,00 this includes Postage, 


+ + 


ACL 135 9 PIN DOT MATRIX PRINTER with Manual, 
all Leads etc, 
£45,900 this includes Postage, 


Also for SALE :- 


A HUGE Selection of computer items anything 
and everything from :- 


Assorted Spectrum Computers 

Printers of all kinds 

P.S,U's, Rampacks, Multifaces, Interfaces, 
Microdrives, Keyboards and Wafa drives, 

not to mention Joysticks, Utilities, Books and 
several hundred games etc, 


So what are you waiting for ,.,.? 
Send an $©,a,@ to:- 


Mr W,A, Yates 

12 Frederick Street, 
Chorley 

Lancashire 

PRE —- OQB, 


SLL, 
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FOR SALE :- 

Spectrum 2X+ Virtually as new DK 
Screen Shot programming series "Starter pack" 
Boxed never used, 
“Graphics pack” Boxed never used, 
Each pack contains two books and cassette 
software, 
“The complete Spectrum" complete set of six 
hagazines Bound new, 


I am open to offers on any of the above items, 
Please write to:- 

Harry Smith 

4A3 Woodheys Drive 

Sale 

Cheshire 

M33 ~—- 436 
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HHL BHI FHA FPA AF HF THF HAF HEF FRB HBF FHF ERK 
FEAF HBF EBA BREF HEF RRB RE REFEREE E ERE HBR REAR RBAE HA 


Hw FF 4 
HE SALES wt 
HF HH 


BHF AEFFEBAABFEFAFBEFEFFEAB EF BBE EF HBHBRAERBHBHAHBA ABBA EBS 
FHHHABFHHEFHEBEHBEEFHEEEEE FRA EE BRBHBEF BABB E FB 


FOR SALE :- 
Spectrum Software / Hardware SALE 
10% off Computers and 20% off everything else! 
Games, Joysticks, Printers, Microdrives etc, 
e.g A Spectrum +2 will cost you just £27,000 ! 
Trashman £1,690 and 3D Tunnel only £1,090 
Dan‘t miss this chance to save £EFEE'S and grab 
Yourself a real bargain, Send your S,A,E, NOW 
to :;- V,Hallam 
16& Bosworth Orive 
Newthorpe 
Nottingham 
NGIG — BRF 


Sf St Ht St St St Ht SF St Ht SE tt Ht Ht St Et Et TF oF SF tt EF Ft SE EF 48 Ot 4B EP EF 48 OOF tt St ot OTE OE Et O4P 4 TE Et 4 TF oP EOE 


FOR SALE ;- 
Software #7 Hardware Very, Very, 

CHEAP, Saftware and Utilities fram anly /10.f, 
Hardware from just £1,8O (Kempston Interface) 
Dat Matrix serial Frinter + Lead + Free ribban 
only £21 ,00 a real Aargain, 
Postage 18s FREE on Hardware itens, 
Send an SAE now ta :- 

James Waddington 

1? FaiansBbury Orive 

Wrasse 

Bradford 

W, Yorks 

BDZ -~- 1QA 


HEHEHE HEREEEEHKEHEKEEHRHEEKEERERE HHA HHS 


Ht Hf Ht Ht Ht HE HH Ht OH OH 4 OH OH 4 OOF PO OE OE OE OH OF OP OE OE aE oP EE OH OF OOF oF IF IF OFF FO POOF OF OP OF 


FOR SALE ;- 
Large selection of Spectrum Bbaoks 
fram £1,550 (The art af pragramming? Freepast! 
Mast of the books cast anly £2,680 8,g:- 
60 Fragrams for the sinclair Spectrum, 
Practical Robotics and Interfacing for the 
Spectrum, 
Making the most of yaur Spectrum Micradrives, 
OR fer just £6,000 (freeposts you can awn ;- 
The Century Computer FProagramming course, 
These are just a few of the books I have for 
sale there are many, many more, 
Please write to;- 
Alan D,Cax 
Pen-y- Maes 
Ostrey Hild 


St, Clears 
Dyfed 
OR Telephone ;: OTe 4 £ 2a S 
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TA AE HE ht ot oH Ht tT ET TE EE EE HE TE HE HE HE HE TE EE 


al FF 
WC SUBSCRIPTIONS ww 
aw we 
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Please tick relevant box from the following ; 
Thankyou, 


i2 Issues 6 Issues 3 Issues ] Issue 


C£18) C£II (£4,550) C£1,50) 


| [J a [| 


MH HH HE a HH HH HE OO 4E 6 0 08 G8 0 HE a 0 0b HE 4 08 0 HE OE St 0B 88 SE OE 9 8 0b 8 a0 8 58 0 it a8 OH 0 8 88 
I enclose Cheque/Fostal Order for £22000 LLL 
nade — to ; Niss J,MNceQuillan, 


ee ee Ed 
Please remember to include your NANE and ADDRESS, 
Advert to appear under HEADING 3; _ WU 


Please send ADVERT / SUBSCRIPTION TO : 
Julie McQuillan 

C/O Spectrum U,kK, 

28 Rockingham Orive 

Melton Mowbray 

Leicestershire 

LEI3 - OL@ 


Please make Cheques / Postal Orders Payable to : 
Miss J.McQuillan. 
HH HH HM HH HH HH HE OE HF HE 8 HE HE OE OE HE 08 HE HE aE OF Mt at Ot EO HE tt Oat HE OO i ot Ot OE Ht tt Et 
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ANNOUNCING A NEW PD LIBRARY 
FOR THE ZX SPECTRUM 48/128 


FOUNTAIN PD 


* “MW CAMEL ROAD 


a oe LONDON ills ele 


oi 


| ai WE ARE THE BIGGEST PD LIBRARY IN THE Uk 
ic SPECIALISING IN SOUND AND GRAPHIC DEMOS 


, ae, COLLECTED FROM AROUND THE WORLD. 

Hd eens i 

: - WE CURRENTLY HAVE 600+ DEMOS (WITH MORE 

7 a BEING ADDED EVERY SINGLE WEEK). OUR NEW 

a Laie are CATALOGUE LISTS DEMO NAMES IN FULL PLUS 

(ot Lae I beds CREDITS FOR PROGRAMMERS, YEAR OF RELEASE, 
CORRECT LOADING MODE, LENGTH OF DEMO AND 
NUMBER OF FILES USED BY EACH DEMO. NO 


OTHER PD LIBRARY OFFERS THIS MANY TITLES 
OR THIS AMOUNT OF INFORMATION. 


pitts 


t 
feertedt 
ti 


WE ALSO STOCK A VAST RANGE OF UTILITY 

SOFTWARE FOR TAPE, +D AND +3 USERS. PLUS 
PROGRAMMING, SOUND, GRAPHIC, EDUCATIONAL, 
LEISURE, APPLICATION, BUSINESS, CLIP ART 


a: FONT PACKS AND TAPE/DISCZINE PROGRAMS. 

i 

| SOFTWARE CAN BE SUPPLIED ON TAPE OR 3.5" 
+D DISC. SPECIFIC +3 PROGRAMS CAN ALSO BE 
ie i SUPPLIED ON 3" DISC. 

1 ee wat ag 4 

Fy | [uae ea pt THE BEST NEWS IS, WE ARE THE CHEAPEST PD 


LIBRARY IN THE UK THAT OFFERS THIS AMOUNT 
OF QUALITY AND CHOICE. 


SEND EITHER A LOOSE STAMP OR AN AS SAE 


FOR OUR MASSIVE CATALOGUE TODAY! YOU HAVE 
OUR PROMISE THAT YOU WON’T KEGRET IT! 


FREE MEMBERSHIP 
ALL TITLES AT 10P 


es) = FREE TITLES EVERY ORDER 


Welcome to a new section in Spectrum UK! My name is Dave 
Fountain and over the next few issues I'm going to invite you 
into the world of PD on the Speccy. It's probably a good moment 
to go into a bit of history to kick things off. In the following 
months I'll be reviewing all the latest demos and utilities that 
hopefully will enhance your enjoyment of the Speccy. 


Most readers of Spectrum UK must have been regular readers 

of the late High Street magazines, Your Sinclair and Sinclair 
User. An interesting thing happened to the content of their 
covertapes when the Software 'Police' ELSPA stepped in to stop 
them including so many commercial programs every month. The 
Editors had to find something else to fill those C30's and we 
were then treated to more home grown games, utility software and 
PD demos. Let the story begin... 


SU started things off by featuring MOOZIK 1 and 2 by Anthraxx, a 
pair of 128k only programs featuring didgitized images and real 
samples. They didn't work on +2A/+3 Speccies but it was a good 
Start! The demos themselves were made in 1990 but the demoscene 
proper had started some 3-4 years earlier in Europe. 


What exactly is a demo? Well, it can be a number of different 
things. The main purpose serves as a platform for coders, 
artists and musicians to show what they could do (and what in 
fact the 'humble' Spectrum was capable of), it could also be the 
medium for an open letter to other Spectrum users; a way of 
making contacts in order to swop software etc. One thing is 
certain, demos on the Spectrum far out-number demos on any other 
8-bit computer, proving yet again that the Spectrum is both 
under-rated and widespread all over the world. 


Since 1993, no major games have appeared for our computers from 
the likes of Ocean, Codemasters etc. and so demos have become 
the only real new software that offers both content and quality. 
You may not be able to 'play' them, but enjoying a good AY chip 
tune and reading scrolling texts is a rather nice way to spend a 
few minutes (and in some cases, hours! ) 


I became seriously interested in demos after seeing THE LYRA 2 
from SU Dec/Jan 91/92 by the ESI group. The music was certainly 
on a par with most full price games around at that time (some 
might argue even better) but the demo really made chins hit the 
floor with its graphical and animation content. The most . 
impressive part featured a 'dancing woman' made up from hundreds 
of simple lines but the effect was most lifelike. I was hooked! 


The first demos came from Sgt.Pepper (Norway), Hacker Chris 
(Poland) and The Lords (Holland). Considering that the Spectrum 
was very much a British invention it may seem strange that the 
Brits didn't get in on this lark sooner; I guess we were all 
much more concerned with buying the latest games and reading the 
pro magazines that exsisted in most High Streets back in the 
80's (probably not so available to others across the world). 
These were very much the first wave of demos, mostly consisting 
of compliations of games music and simple screen effects. They 
certainly started something though as pretty soon, most 
countries had at least one demo crew eager to let everyone else 
know they exsisted. 


The early demo makers had another purpose to their bow; hacking 


games. As previously mentioned, pro games were not easy to come 
by on the continent (either because of availablity or price). 
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Hacked versions were distributed between coders, games with the 
in-built protection and paswords removed so that they consisted 
of the normal BASIC header and CODE blocks. Whatever your views 
on this subject (i.e. Piracy) it was clear that the hackers were 
doing a service where there was need for one. Some countries in 
Europe did not even have laws to make this an illegal practice! 


The second wave of demos really got stuck into the innovative 
use of the Spectrum and that's when Germany, Poland and the 
Czech's really took the Speccy by the scruff of its neck and 
started to push at the technical boundaries. There really were 
too many individuals to mention but notable were The Mad Guys, 
ESI, Pentagram, and BusySoft. It was from this era that YS and 
SU featured demos on covertapes throughout 92/93. 


The UK scene 'leapt' into action around about 1992 when it was 
becomming obvious that the Spectrum simply did not have a 
commercial future as a games machine but still remained a valid 
source of creativity and innovation. Early crews like Total 
Eclipse, Tin Bin and Neon Grafix did not have much in the way of 
style or content but the UK scene has since flourished and now 
boasts a very healthy roster of talent. Extacy 3 from Bristol 
are the islands best coders and not far behind we have the likes 
of the United Minds, Convention, The Knights, Fudgepacker, 
Technium 220, Cliffy T, Pandagirl and Zack. 


Demo coders come and go (mostly onto Amigas it seems!) and most 
of the original second wave crews have vanished, leaving behind 
some of the most credible 280 programming. BUT... the story 
really does continue. New coders are springing up all the time 
to take the place of the deserters, keeping the scene fresh and 
vibrant. There are still some ‘old timers' out there of course 
but new groups like Exodus, Illusion, K3L, Omega and Tigers Claw 
ensure a bright list of new releases well into 1996 and beyond. 


Utility software is a vital area of PD that I've not yet 
covered. Those interested in programming are offered a wealth of 
handy programming gadgets to take the drudgery out of long 
winded programming tasks or to improve on exsisting pro software 
(programs like Tasword for example). There are also home grown 
titles covering Business, Applications, Databases and Education/ 
Leisure software. On the creative side there are art packages, 
music makers, fonts and clip art; all you need in fact to maybe 
write your own demo or start up a disc/tapezine. 


The best news of all is that PD software is FREE! It is written 
by Speccy enthusiasts for other enthusiasts to use and enjoy. 
This software is compiled by PD Libraries, allowing people to 
choose from a wide range of software from one location. You 
could always write to the authors themselves to obtain them but 
PD libraries carry out a 'service' to make life that much 
Simpler. That's the theory and it works pretty well in practice! 


So the software itself is free but libraries charge a small 
copying fee to cover running expenses - the Spectrum is 
certainly not a machine that anyone could make money out of 
anyway so there is certainly not a capitalistic edge to it. 
Expenses include the printing of catalogues, consumables, 
stationary etc. At best, a library is probably only going to 
break even over a period of time if they have invested heavily. 


NEXT ISSUE: New Demos and utilities reviewed. 
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ts 3 PAPER 1: INK 7: BORDER 1' € 


S FOR n*®USR “a” TU USR “e"=1 

6 READ a: PUKE n.a' NENT n 

18 DATA 628. 126, 281,237.255.189 
,€6,628 

28 OATA 16.8.42,127,127.1287.62 
,28 

22 DATA 68,126, 281,237,255. 129 
,66,68 

24 DATA @.8,8.8.42.28,8.9 

26 GO SUB 9eg20 

38 LET x#1Q' LET yva15 

5S@ FOR nei TO 35 

Si PRINT AT RNO&2@,RNOX38) PAP 
ER 13 INK 4)"€9b)": BEEP .@@@9,.R 
NOX*3842g 


S2 NEXT n 

16@ LET a@INT (RNOX2@)' LET be! 
NT CRNOX3@> 

14@ PRINT AT a.b) INK 4) PAPER 
11 "€@b)>" 


15@ IF xea ANDO veb THEN GO TO 
2280 

218 LET xexe< INKEY@="6" AND x<2 
@>—< INKEY@="?" AND x>@) 

220 LET wew+< INKEYS=@"B" AND ¥<3 
1>—< INKEY@="5" AND y>a) 

S@@ PRINT AT x.4s INK 6) "(9a)" 
S2Q PRINT AT x.¥s INK 63 "€@c)" 
S21 BEEP .@9@9,55' BEEP .6005,6 


S22 LET t=t+i 
33@ PRINT AT 21,2) "TIME "sts" 
QUICKEST “jht 
999 PRINT AT x.y)" “ 
1668 GO TU 146 
2086 FOR n@@ TU 21 
2018 PRINT AT n.@) INK 4)"C32%9b 


ph’ 

2015 OUT 108,28: GUT 100,136: GU 
T 108,149. 

2020 NEXT n 

2636 PRINT AT 10,1; FLASH 13 INK 
@) PAPER 7)"YOU FUUND THE APPLE 
1% 


2631 IF nht>t THEN LET htet: Go 
TO $866 
2632 PRINT AT 12,13 PAPER 6) INK 
Oi"TIME TAKEN “st 
2633 PRINT AT 14,1) PAPER 6) INK 
Oi; “QUICKEST TIME “sht 
2035 FOR n=1 TO 7: BORDER n' PAU 
SE 20: NEXT n’ BURDER 1 
2068 PRINT AT 16,1) PAPER 7) INK 
@329;" best so far" 
7) FLASH 1)“Anys kew for another 
90" 


2118 PAUSE @ 

2115 LET tag 

2128 CLS + BORDER 1: GO TO 30 
5888 CLS ' PRINT AT 1G6.2;"YOU HA 
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HOBBIN, aged 15, of Liphook, 

Hampshire wrote Applenosh 

for the Spectrum. Munch 
the apples which have been inadvertent- 
ly left out overnight as quickly as poss- 
ible. One of them is a magic apple and 
when it has been eaten the game ends 
and your time is displayed. 


VE THE QUICKEST TIME!1" 

3616 INPUT "ENTER your name"JAS 

5828 GO TU 203¢ 

9006 LET t=@: LET hteyy9oys 

9016 PRINT AT 9.8; 1NK 4; PAPER 
13 "€ 12%9b >" 

9020 PRINT AT 18.8) INK 4; "C9b'1 

OXsP ' 9b)" 

5630 PRINT AT 16.9; INK 6; FLASH 
1) PAPER 23 "APPLE-NUSH" 

9849 PRINT AT 11.8; INK 43 PAPER 
13"€12k9b)>". 

3666 FOR f=@ TU 280: GUT 296,200 
' QUT 200,250: GUT 14.16: UUT 29 
»20: NEXT ¢ 

9076 CLS ‘ 

9198 PRINT AT 0,8; "1NSTRUCTIUNS" 

9116 PRINT AT 4,.2;"The idea is t 

© eat the ¢9b) and try to get 
the mystery apple in the qui 

ckest time ." 

9126 PRINT AT 10.2; "Move (9a) wi 
th keya'"JAT 13,3)"1 2397 5 6 ? 
8 3 6" 

9138 PRINT AT 15,5)" <td 
>" 

9146 PRINT AT 2G,6;"Ans kev to Pp 
lav" : 

9346 PAUSE 8 

3416 CLS 

9506 RETURN 
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THE JOYSTICK RE-CONNECTION BOX. 


LET ME WELCOME EVERYONE TO THE CHRISTMAS EDITION OF [HE 
ONE AND ONLY, , , SUPER DE DUPER, , ,HEAD BANGING, , , KNEE 
KNOCKING,,,MIND BLOWING, ,,COLIN'S CAPERS, RIGHT THAT OVER 
LETS GET DOWN TO BUSINESS, 


THE JOYSTICK RE-CONNECTION BOX WHICH IS PRESENILY UNDER 
CONSIDERATION IE, CIF ENOUGH MEMBERS ARE INTERESTED AND 
THE DEMAND IS THERE COULD TURN OUT TO BE)D,,,YET ANOTHER 
EIRST FOLKS, ANYWAY WHAT EXACTLY IS MY JOYSTICK RE- 
CONNECTION BOX ALL ABOUT,,.?. 


WELL BRIEFLY: 

SINCE STARTING TO STUDY MY OWN JOYSTICK PROBLEMS, MUCH 
NEW INFORMATION HAS COME TO LIGHT, SOME OF THE FOLLOWING 
INFO MIGHT SEEM RATHER COMPLICATED TO SOME SPECCY USERS 
THEREFORE I SHALL DO MY BEST TO MAKE IT AS SIMPLE AS 
POSSIBLE, 


ALL MANUFACTURED 9 PIN D SOCKETS USE THE SAME PIN 
NUMBERING SYSTEM, THE 2X JOYSTICK PORT (CSOCKET> IS A 
TYPICAL EXAMPLE, 


NUMBERED FROM LEFT TO RIGHT 
TOP ROW;- | 2 ie 
K * * 


5 (LOOK AT YOUR 
2X MANUAL) 


* & 
* 


BOTTOM ROW:- * * * * 
i eae ee 


THE JOYSTICK PLUG ON THE OTHER HAND MUST OBVIOUSLY 
THEREFORE READ BACKWARDS FROM RIGHT TO LEFT AS WE LOOK AT 
IT FROM ITS D PLUG OPEN END. 


ONE OF THESE NINE NUMBERED PINS IS USED TO CARRY THE FIRE 
COMMAND FROM THE JOYSTICK FIRE BUTTON TO THE 
COMPUTER/CONSOLE, ANOTHER PIN IS USED FOR THE UP SIGNAL, 
AND SO ON, NOT ALL COMPUTERS/CONSOLES HOWEVER USE THE 
SAME PINS FOR EACH SIGNAL, 


DURIING RECENT MONTHS I HAVE MANAGED TO COLLECT ODD 
JOYSTICKS FROM CARBOOT SALES AT PRICES OF AROUND £2, SOME 
PERSONAL OBSERVATIONS FOLLOW;- 

IN THE FOLLOWING I CONTINUED TO READ AND SKEICH ALL PINS 
FROM LEFT TO RIGHT CVISUALLY) AS BELOW, THIS HELPED MY 
FEEBLE OLD BRAIN WHEN WIRING SOCKETS, 


CNOTE ACI = ACIIVAIE/FIRE MUDE, 
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TABLE 1;:- TABLE 2:- 

1 = UP 6 = RIGHT 

6 = ACT 7 = LEFT 

2 = DOWN 8 = GND 

3 = LEFT 4 = ACT 

8S = GND 9 = DOWN 

4 = RIGHT S = UP 


MY COLLECTION OF USED JOYSTICKS IS PILING UP, AMONG MY 
RECENT COLLECTIONS ARE:;- 


SINCLAIR SJS2 WHICH IS WIRED AS MY TABLE 2, WHICH 
CONFORMS TO THE ZX PIN DATA SYSTEM, (LOOK AT THE JOYSTICK 
PIN SYSTEM IN THE BACK OF YOUR ZX MANUAL), 


AMONG MY OTHER JOYSTICKS ARE:- THE CHEETAH 125+ WITH TWO 
D PLUGS ATTACHED, I FOUND THE GREY PLUG [TO BE WIRED AS 
TABLE 2, THE BLACK PLUG AS MY TABLE !, TABLE 1 ALSO 
CONFORMS TO MY OLD ATARI 2600 GAMES CONSOLES JOYSTICK PIN 
SYSTEM, (I WAS AMAZED TO FIND HOW WELL MY OLD ATARI 
JOYSTICK WORKED WITH MY SPECCY +2, BUT OF COURSE IT 
DOESN'T WORK UNLESS IT IS RE-WIRED WHICH IS WHERE MY RE- 
CONNECTION BOX COMES IN HANDY), 


FINALLY LETS GO ON TO THE QUICKSHOT JOYSTICK, THIS SFICK 


HAS AN ELECTRONICS CIRCUIT PAD BUILT IN WHICH AT THE 
TIME OF WRITING HAS ME PUZZLED, THIS JOYSTICK Is 
CONNECTED AS TABLE 1, IT ALSO WORKS WELL WITH THE ZX IF 


RE-CONNECTED BUT IT IS OBVIOUSLY INSTANTLY COMPATIBLE 
WITH THE ATARI 2600 CAS TABLE 1) AND PROBABLY OTHERS TOO, 


ALL SYSTEMS SEEM TO USE PIN 8 AS A COMMON GND THEREFORE 
THIS WOULD BE AN IDEAL STARTING POINT FOR OTHER USERS IN 
THEIR EXPERIMENTS WITH OOD JOYSTICKS, PIN 8 IS USED WITH 
EACH OF THE OTHER §S SIGNAL PINS IN TURN TO COMPLETE EACH 
LOOP, THIS MIGHT NOT BE SO IN EVERY CASE, BUr MIT 
CERTAINLY IS SO WITH ALL OF MINE, 


IF ANY MEMBER IS KEEN TO HAVE A RE-CONNECTION BOX FOR 
AROUND £5,00 PLUS P&P THEN PLEASE LET ME KNOW THROUGH THE 
SUK MAG IF IT SUITS, CSEND NO MONEY), II WILL OBVIOUSLY 
BE UNWISE FOR ME TO INVEST IN THIS ONE UNLESS THERE IS A 
DEMAND FOR IT, IF HOWEVER THERE [S THEN IT WOULD BE USED 
AS FOLLOWS: - 


A WRONGLY WIRED JOYSTICK WOULD PLUG INTO THE SOCKET 
PROVIDED AT ONE SIDE OF THE RE-CONNECTION BOX, ANOTHER 
PLUG COMING OUT FROM THE OTHER SIDE OF THE BOX PLUGS INTO 
YOUR 2X JOYSTICK PORT OR INDEED ANY COMPUTER/CONSOLE 
PORT. THEN BY SIMPLY RE-ORGANISING IHE PINS WLIIHIN JHE 
BOX IT'S A RELATIVELY SIMPLE TASK (NO SOLDERING) 10 MAKE 
MOST CIF NOT ALL) JOYSTICKS INTER-COMPATIBLE WITH IHE 2X 
AND OTHER COMPUTERS / CONSOLES, 
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THE RE-CONNECTION BOX CAN ALSO BE USED AS A JOYSTICK 
EXTENSION LEAD WITH IT'S APPROX SFT IDC RIBBON TYPE LEAD, 
ALL PINS WIRED, ONCE AGAIN, THIS Is ANOTHER 
UNIVERSALDOEVICE, ANOTHER WORLD FIRST 7, 


NOW HERE'S SOME GOOD NEWS FOR THE MEMBERS WHO HAVE 
PURCHASED MY JOY BOX FROM THE OCTOBER ISSUE, ALL YOU NEED 
TO TURN YOUR JOY BOX INTO A RE-CONNECTION BOX IS ANOTHER 
LEAD WHICH I CAN SUPPLY FOR £2,00 PLUS POSTAGE AND 
PACKING, THUS YOU THEN HAVE THE WHOLE THING ALL IN ONE, 
FOR ANYONE WHO IS INTERESTED THEN JUST DROP ME A LINE, 
AND BY THE WAY TO OTHER MEMBERS I STILL HAVE SOME OF MY 
JOY BOXES LEFT, PRICE €£5,60P PLUS 7O0P POSTAGE AND PACKING 
A REAL BARGAIN, 


PLEASE SEND ALL LETTERS TQ; 
COLIN BIBBY, 
2 MOORCROFT ROAD, 
NORTHERN MOOR, 
WY THENSHAWE , 
MANCHESTER, 
M23 OW, 


WELL FOLKS THATS ABOUT IT, I HOPE THAT YOU HAVE ENJOYED 


COLIN'S CAPERS, AND NOW ALL THAI IS LEFT FOR ME TO say 
IS: 


HAVE A VERY HAPPY HEALTHY AND PEACEFUL CHRISTNAS EVERYONE 


DELETION PROGRAM 


By John Amphlett 


This utility pragram deletes blacks of lines from Basic 
Programs, It Is most useful far editing your very long 
masterpieces, Just enter it in your Speccy and save it 
(NOTE there are just 23 stars in line 1!), Now activate 
the program by typing in “Go to SS“, This will change the 
stars into other characters, (NOTE this is the machine 
code fast deletor !!), The sub-program at lines § to 8 
has now done its job and you can test the delete action 
by typing in “Ga to 1“ then “S" for First Line and "&s" 
for Last line and "ENTER" Hey, Presto {/ It has gane !! 
Now save the Delete Pragram for future use (NOTE your 
main lang program must have a first line number greater 
than 8 !!13), All you have to da ts to MERGE the delete 
Program with your Magnum Opus and away you go, deleting 
unwanted blocks of lines to your heart's cantent, The 
whole lot if you IJIike!, (NOTE enter 1 and § for self- 
dastruct /4141) 


1 REM XXKKXXKKKKKKKAKKXKKKKKS 

2 PRINT “DELETION PROGRAM"; 
PRINT “FIRST LINE NO,,,": 
INPUT F: PRINT AT 1,16;F: 
PRINT “LAST LINE NO..,," 
INPUT L: PRINT AT 2,16;L: 
LET G=256: PAUSE 0 

3 IF CODE INKEYS <>13 THEN CLS : GO TO 2 

4 POKE 23760, F-GXINT (F/G) : 

POKE 23761, INT (F/G): 

POKE 23762, L-GXINT (L/G);: 

POKE 23763, INT (L/G): 

RANDOMIZE USR 23764 :STOP 

FOR N=23760 TO 23782 

READ A: POKE N,A: NEXT N 

DATA 10,0,20,0, 42,208, 92,205,110,25, 229, 42,210 

DATA 92,35,205,110,25, 209, 205, 229,25, 201 


On mn mM 
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ASK RICHARD 
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Hello everyone and welcome to "ASK RICHARD" which through 
this column I, along with my father's help will endeavour to 
answer your Spectruum related problems, so if your Speccy is 
giving you trouble then just drop me a line care of; 
SPECTRUM UK USUAL ADDRESS: and Roy or Julie will pass them 
on to me, please give as much details as possible of your 
problem, and please send them in early to give us at this 
end time to reply to you, and Spectrum Uk time to get "ASK 
RICHARD" together for the printers, so come on folks lets be 
hearing from you, right, now on with the show, 


KKK KKKKKKKAKKAKKKK KAKA KKAKKAKKAAKKKAKKAKAKKKAKK KKK AK KKK KKKKAKKKKAKEKKE 
MICHAEL'S QUESTION : 


Can anyone please help me.,,.? I have got two 48k rubber key 
Spectrum's and for some reason both of them have developed 
the same problem,..? on power up all I can get is grey 


interference on the screen and the keyboards lock up, do you 
think that they have had it or is there perhaps a way for me 
to repair them, also could you tell me if this particular 
Spectrum ailment is very common, 


KKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKKAKAKKKAKAKKKKKKKKKKKKKKKKKKKKK 

RICHARD'S REPLY; 

The problem is either the CPU or the ULA, the CPU can cause 
all sorts of problems when it is damaged, it is worth 
checking to see if these two chips are socketed and not 
soldered to the board, if they are socketed, try re-seating 
them, however it seems strange that both machines have 
suffered the same fate, did you use the same PSU on both 
machines? if so a faulty PSU may have damaged either chip in 
the first place, 


KKKKKKKKKKKKKKKAKKAKK KE KKK KKK KKKKKKAKKKKKKKRAKAKK KK KKK KKK KKKKKEKAK 


COLIN'S QUESTION; 
Would you please tell me if a MULTIFACE for a 48k Spectrum 
can be used on a 128k and vice versa, thank you, 


KKAKKKKKKKKAKKK KKK KAKKKKKAKAKK KKK KKK KKAKKKKKKKKAKKKAKKKARKAKK KKK 


RICHARD'S REPLY; 

Although you can use a MULTIFACE ONE on a 128k, it will only 
operate in 48k mode, to take full advantage of a I28k, use a 
MULTIFACE 128, this will work oan a 48k or I28k Spectrum, if 
you have a Spectrum +2a or +3 then use a MULIIFACE +3 only, 


KKKKKKKKKKAKEKKKKKA KE KKK KEKAKAAKKKAKKRKKKKAKAKK KAKA KKKAKK KKK KKK 
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MARK'S QUESTION: 

Please can someone help me before I go completely bananas, 
my problem is with my I28k +2a Spectrum, for some reason 
certain programs keep crashing always without fail at the 
end of loading, quite simply what happens is that the 
programs load and then my Spectrum resets,,.?7 to say it is 
most annoying would be an understatement, help please, 


KXAKAKKKKKEKAAKKKKKKAKKAKKKAKKKKKKKKAKKKKAKKKAKKKAKKKAKKKAKKKAKKKKE 

RICHARD'S REPLY: 

The answer here is to probably buy another Spectrum, the +2a 
is notoriously incompatible with Spectrum software, 
especially earlier titles, This problem was caused by a ULA 
change made By amstrad, making the +2a and the +3 very 
Similar, however, you do not say if the software concerned 
has loaded okay in the past, if it has then check the IAPE 
HEAD ALIGNMENT, before buying an earlier Spectrum, 


KKKKKAKKKAKKKKKKKKAKAKKKAKKKKAKKKAKKKKKAKKKKAKKKKAKKKKKKKKKAKKKKKKKKE 

HARRY'‘'S QUESTION: 

Sadly recently the PSU for my 48k+ gave up the ghost, could 
you tell me if it would be alright to use a MULITI-VOLT 
ADAPTOR ie, it has got a switch on it to give out 3 volts, 6 
volts, 9 volts etc, I know that you are supposed to only use 
the Spectrum psu, but I never really have understood why? 
any help that you can give me would be very much 
appreciated, 


KEKAKKAKKAKKKKAKKAKKKKKKAKAKKKKKKKKKAKKKKAKKAKKKKAKKKKKKKKKKAKKKKKKK 

RICHARD'S REPLY: 

[ cannot say much in answer to this question, as, while it 
is always possible to use an alternative power source, I 
always advise the use of the correct compoonents. 


KEK KKKAKEKAKKAAKAKKKKAKKAKAKKKKKKKKAKKKAKKKKKAKKAKKKKAKAKAKKKKKKAKKKKKE 
ROB'S QUESTION; 

Can anyone tell me if it is possible to use a +D INTERFACE 
on any model of Spectrum, thank you, 


KAKKKKKKKKKAKKKAKKKKKKKAKKKKKKKKAKKKKKKKKKKKKKKKKKKKKKKKKAKKKKKK 

RICHARD'S REPLY: 

Though I have a +0 and disc drive purchased from a local 
carBboot recently, to date I have only tried using it on a 
48k mainly to check that it is in full working order, 
however, I see no reason why it can't be used on any 
Spectrum, by that I mean from the 48k rubber key up to the 
grey 128k +2, I would not attempt to use it on a black +t2a 
or +3 before seeking advice from 8G SERVICES TEL: 0181-287- 
4180 about their FIXIT kit for these computers, 


ERK KKKKKKKKKKAKKKAKAKKKAKKKAKKKKAKKKKKKKKKAKEKAKKKKKKKAKKKKAKKKAK 
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TIM'S QUESTION; 

I have been experimenting with my grey +2 Speccy producing 
graphics and then recording them via my video recorder and 
then dubbing in my own music, the problem that I have come 
up against is that the video recording of the Spectrum 
graphics are no where near as good as the originals when run 
through my Speccy, is there any way at all that I can get 
better video pictures, or do you know of any gadget on the 
market that I can buy that will do the job, I would be most 
grateful for any advice that you can give me, 


KKKKKKKKKKAKKKAKKKKKKAKKKKKKKAKKAAKKKAKKKEKAKAKKAKKKAKAKKKAKAKKKAAKKKKK 


RICHARD'S REPLY; 

I must admit that I have never used a computer with a video 
recorder, so can I[ ask for any readers who can help Tim to 
please write in and I will happily pass the information onto 
him, 


KXKRKAKKKKAKEKKKKKKKKAKKKKAKAKKKAKKAAKAKKKKAKKKKKKKKKAKKKKKKKKAKAKAKE 


Well that brings an end to the first edition of “ASK 
RICHARD" we hope that we have been of help to you, and that 
you have enjoyed reading it, remember your problems are 
ours, so until next lets have your letters folks, 


Bye for now 
Richard and Ken 
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PERMAVAR 


By Mites bani och 


The following program for you is called PERMAVAR it is a 
novel routine for use with the +D, It works through the 
DOS to make any of the Spectrum's system variables act as 
if it were a ROM address whose contents can‘t be altered, 
This is acheived by tacking a little piece of code onto 


the +D‘'s interrupt routine, which works by constantly 
‘POKEing’ a fixed value into the address 50 times a 
second, 


You can have fun trying it out with various ones, 


exploring the novel effects it often produces ! Some 
wreak havoc; others are relatively benign, One or two 
could even be rather useful: key repeat rate, keyboard 
click, warning buzz for instance, Anyway have a nice 


Christmas and [I will leave you to experiment, 


1 REM PERMAVAR 

2 REM By Miles Kinloch 

3 REM CPD) 1995S 

4 REM 

S REM 

190 BORDER 6: PAPER 6: INK O; CLEAR 393999: 


GO SUB 1000 

zO PRINT INVERSE 1; "PERMAVAR"; INVERSE O;"15 A 
TINY ROUTINE CS BYTES) WHICH IS INSTALLED IN 
THE DOS FORCING ANY SPECTRUM SYSTEM VARIABLE 
TO A ‘PERMANENT’ VALVE, IT OCCUPIES AN AREA 
OF +D MEMORYUNUSED BY ANY OTHER DOS-RESIDENI 
UTILITIES OR PATCHES, SO IS SAFETO USE IN 
COMBINATION WITH OTHER SYSTEM FILE 
MODIFICATIONS, WORKSWITH EITHER GtDOS 2A OR 


BETADOS."“; GO SUB 390 

3O CLS #: PRINT AT &S,85;"1t, ALTER BYTE"“' ‘TAB 8S: 
“2, ALTER BIT"' 'TAB 8;"3, INFORMATION" '' FAB 
GS; "4, PERMANENTLY" '' TABII1; "MODIFY DOS" 

40 LET KS=INKEYS;: IF kK#@<"1" or kK#>"4" THEN GO 
TO 40 

SO GO SUB 100xX* cCCODE k#$-48): GO TO SO 

100 CLS 
INPUT "Address (€23432-23737)7 "“; ad‘ “Byte 
value (€O-255)7 ";:byte: IF ad<Zz3482 OR 


ad723737 OR byte <O OR Dyte>o2S5 THEN BEEP 
$,-15; GO TO 110 


120 PRINT “ADDRESS TO ALTER; “;s;ad' “" PERMANENT 
BYTE VALUE: "“";s;byte 

130 INPUT “Are these details correct (CY/NI?7"' 
LINE a%; IF atQ="N" OR a® ="n" THEN GO 10 100 

140 IF a@® <>"Y" AND aS<>"y" THEN BEEP ,8,-1!18S: GO 
TO 130 

1SO PRINT ‘‘‘**"PRESS CI) TO INSTALL -—- PRESS 
ANY OTHER KEY TO RETURN TO THE MENU,“ ;PAUSE 


1: PAUSE O;: IF INKEYS <>"I" AND INKEYS <>"i" 
THEN RETURN 

160 LET diszad-23610: IF dis<O IHEN LEI dis= 
256+dis 
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1790 
130 


200 
210 


z2Z20O 


230 


z40 


250 


260 


z7O 


2so 
3O0O 


340 


POKE @552,253: POKE @553,54; FUKE @554,d18; 
POKE @SSS byte: POKE @556,201; POKE @16,8744 
RETURN 


CLS 

INPUT“address (23482-23737)7 ";'"Bit number 
CO-7)7 “sbit' "Bit value €CO-1)?7? “jv: IF 
ad<23482 OR ad>23737 OR bit <O ORDiIt>7 UR 
v<>O AND v<>1 THEN BEEP ,8,-!15: GO fO 219 
PRINT “ADDRESS TO ALTER: “sad ‘“BIT NUMBER; 
"“sbit ‘"“PERMANENT VALVE: "jv 


INPUT “Are these details correct Y/N)? "' 
LINE a%®: IF at®Q="N" OR aSBQ="n" THEN GO 10 200 


IF a&® <>"Y" AND até <>"y" THEN BEEP ,3S,-1I5: 
GO TO 230 

PRINT ‘‘'‘“PRESSCI) 10 INSTALL - FPRESS ANY 
OTHER KEY TO RETURN TO THE MENU,"; FPAUSE I; 


PAUSE O: IF INKEY@ <>"I" AND INKEYS@<o"I" 
THEN RETURN 

LET dis=ad—-23610: IF dis<O THEN LET das 
=2S56+d1is 

POKE @SS2,253: POKE @553,203: POKE @554,d1s; 
POKE @S55, 134+bit*S+6445GN vi: POKE @556, 201; 
POKE @16,8744 


RETURN 

BORDER I: PAPER 1: INK 7: CLS : FPRINI 
"At address 83744 in the DOS, is the text 
““BRUCE"", You might be forgiven for 


concluding these must just be S spare 
locations where Bruce Gordon put his name - 
but you'd be wrong!" 

PRINT ' “These bytes actually Nave a very 
important function in lite; they are used by 
the I128k snapshot routines, to determine the 
state of RAM paging. What happens is when a 
snapshot is made, the +O first of all POKES 
these bytes into the current page at 49152; 
then it tests each bank in turn until it 
finds the word “"“BRUCE""," 

PRINT ‘ “In practice, any random sequence 

of bytes will do, so why not use ones that 
could carry out some other productive task 


as well,.." :-GO SUB 3YO 
PRINT “Not much you can do in 5 bytes, 
though, is there? Or is there,,.in actual 


fact, they are just enough to squeeze in an 
“"“TY¥+dis""“instruction, followed by a REI. 
Call this via the +D's POKE @16 interrupt 
facility, and you have a means of altering 
any one of the Spectrum's system variables 
SO times a second, effectively overriding 
any attempt by the user (or Spectrum ROM) 
to change it's contents!" 

PRINT ‘“The +D ROM employs a technique 
Similar toa this, in overwriting the printer 
channel every 1/750 of a second with its own 
port, PERMAVAR simply extends this idea to 
the system variables, and exploits the fact 
they can all be indexed by the lY pair,"“; GU 
SUB 390 


39 


350 


360 


3790 


330 


390 


400 


420 


460 


470 


430 


430 


500 


PRINI "Some useful ones to try, might be 
REPDEL ¢23S61), REPPER (23562), RASP (23608) 
and PIP ¢23609), Others have more exotic 
effects:FLAGS 2 (2365383) Bit 3, gives you 
permanent Caps Lock Ceven in Tasword and 
Wordmaster!), Another one that would 
certainly cause grief, 1s £3F 286% 2 

PRINT '‘“Note also that some sys.vars. which, 
under normal circumstances would have no 
lasting effect, can, on the contrary, have a 
very profound effect when they can't be 
changed at all!!!"''"You can either apply 
the routine to a whole byte, or to a single 
bit, The latter would be useful for those 
which operate on a bit-wise basis, such as 
FLAGS etc,.": GO SUB 3930 

PRINT “To turn the routine off (system 
variables permitting!), enter POKE @16,833S, 
To re-activate it POKE @16,68744,"''"“In the 
option where the whole byte 15 affected, the 
byte value can be changed with POKE @555,n 
Cwhere n is in the range O-255), “°° As 
PERMAVAR works in conjunction with the +D's 
POKE @16 facility, this may disable any 
other code which utilises this feature. 
PRINT ‘“If you wish, you can permanently 
modify your DOS to include the PERMAVAR 
routine, It need not necessarily be active 
when the DOS is booted: if you prefer, it 


can be ‘ dormant' until POKE @16,8744 1s 
executed, ” 
PRINT #0; AT 1,83; BRIGHT 1; PAPER 2; INK 7; 


“PRESS ANY KEY": PAUSE 1; PAUSE O; CLS : 
RETURN 
CLS: IF NOT USR 464 THEN PRINT AI 12,0; 


FLASH 1; "ROUTINE MUST FIRST BE INSTALLED!"; 
BEEP ,8,-15; PAUSE 1; PAUSE 130;RETURN 
INPUT “Modify G+DOS or Betados (G/B)7"%' LINE 


me: IF m%® <>"G" AND m$<>"g" AND m$<>7"B" AND 
me <>"b" THEN BEEP .8,-15: GO TO 410 

INPUT "Do you wish the routine to be active 
on booting CY/N)7? ";LINE t%: IF t#<>"Y" AND 
t$<>o"y" ANDtS <>"N" AND tS <>"n" THEN BEEP 
$8,-15; GO TO 420 


INPUT “Which drive? “;d: IF d<>l AND d<o2 
THEN BEEP ,8,-15 : GO TO 460 

PRINT “INSERT DISK WITH A "“;¢G+D05S "AND 
Cm$="G" OR m$="g"))I;CBETADOS " ANDCms="B6" OR 
m$="b")); “FILE” * “IN DRIVE “;d; GO SUB SOO 


IF m$="B" OR m$="b" THEN LOAD dd; nsCODE 
40960: FOR a=41512 TO 41516; POKE a,b Ca- 
41511): NEXT a: GO SUB S20; SAVE dd; nsCODE 
40690,68350; RETURN 

LOAD dd;:nsCODE $8192: FOR a=552 TO S56; POKE 
@a,b Ca-SS1):NEXT a: GO SUB S40; SAVE dd; 
néCODE 8192,6656; RETURN 


INPUT “Enter DOS filename; “;LINE n%; IF LEN 
n$>10 OR NOT LEN ns THEN BEEP ,8,-!15;: GU IU 
SOO 


40 


CLS ;DIM bwcS)I;3sFOR a®3S744 10 8/48: RANDUNIZE 
a: LET bCa-8743)2USR 400/19 :NEXI a: RETURN : 
REM Determine current DUS PUKESs 

IF t#="Y" OR tB3="y" THEN POKE 40976,40: POKE 
40377 ,34 

RETURN 

IF t%3 ="Y" OR t32="y" THEN POKE @16,83744 
RETURN 

RESTORE ; FOR a=4E4 f70O 40029: READ x: POKE 
a,x: NEXT a: RETURN 

DATA 219,231,167,1,90,0,42,16,32,17,40, 

34 (237 ,O2 , 29, 2a ots 2 Ss 2Or ate, 231" 42 rts 
42,118,932 ,6,0, 78,211, 231,201 

SAVE di “PERMAVAR" LINE 190 
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Ve want in this issue to bring to your attention the 
existence of the user group 8B,A,E.C, we believe that this 
group can be of great benefit to Spectrum owners everywhere 
for the following reasons; 


As time goes by it is going to be increasingly difficult to 
get spares for the Speccy especially as the machines that we 
are now picking up at bootsales etc start to dry up, plus 
the fact that there really isn't that many repair people 
that are prepared to repair Spectrums, 


For just these two reasons alone we feel it is important to 
join B,A,E,.C as their members have the knowledge and know 
how to keep our Speccys hopefully running indefinately, for 
the other advantages of joining I will pass you over to Alf 
Denison Editor of B,A,E,.C, to explain, 


No doubt your members may want to join the B,A,E,C,. to gain 
help with the repair and general servicing of their 
machines, I would add that they can gain a lot more than 
that, We have at least one member who I know to be a 
relative genius at pulling his own Spectrum apart for 
reasons best left to himself, he and his circle of friends 
are deeply into building all sorts of gizmo‘'s based on that 
most peculiar device the Spectrum ZX80 CPU, This could be of 
great benefit to your menbers if they wanted help in 
building some particular device for their machines, or even 
customising them, 


Although the majority of our members describe themselves as 
beginners, We also have a number of rank professionals among 
us and any one of these would be more than happy to give any 
assistance with the design of a specific piece of equipment, 
I myself am a logic designer but will team up with a very 
competent analogue designer when the need arises to help any 
member who needs it, should the said piece of equipment need 
to be interfaced to any computer, take for example 
interfacing different printers , then we would call in our 
resident PC expert to add his bit to the design, and so it 
goes without saying that there is very little that we can't 
handle with the variety of expertise we are fortunate in 
having amongst our membership, 


As I may have mentioned before, no complete beginner need 
feel he or she is not good enough to freely correspond with 
the power boys of the club because our fundamental policy is 
to help all those who need assistance at any level and to 
distribute the knowledge we have personally acquired over 
the years so that all may benefit from what we know, 


Well there you have it folks, if you want longevity for your 
precious Speccys and your hardware, then take our advice and 
don't delay JOIN TODAY |! 


? 


Seasons ‘VY 

@Oreetings 

> trom the 
BAEC 


She British Amateur Electronics Club 


DOUG weleomes new. members to. 


A Superb quarterly Newsletter 
Technical Support at every level 
Exclusive range of Club Services 


Beginners and Overseas members Welcomed 


Full Details Available NOW! In the meantime 


Write to the Secretary: HIBERSS [7 
Mr J.F. Davies, G v 


70 Ash Road, 
Cuddington, 
Northwich, 
Cheshire. CW8 2PB 
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CHRISTMAS PROGRAM 
By John Amphiett 


Here is a little seasonal item, A Speccy 
Puzzle for Christmas, Before you enter the 
Program see If you can work out what it does 
the enter It and RUN it, If you are right 
give yourself a pat on the back, If you were 
WEII sk oer ccd Coes 


1000 > REM XMAS PROGRAM 

1005 LET Z2$=""; LET AS="EYVSTRX" 
+"PNREASHYAOEXMICPH"” 

1010 FOR N#!I TO 24. 

1015 IF ASCN)="X" THEN LET ASCN)I="" 

1020 NEXT N;BORDER 1: PAPER 3 

1025 LET A#24; LET B16; LET C8 

1030 LET 2$2=2Z$+AS(CAI+AS(BI+ASCC) 

103S LET A#A-1; LET B#=B-1; LET C=C-!1 

1040 IF A>=17 THEN GO TO 1030 

1045 PRINT FLASH 1; BRIGHT 1; INK 4; AT 
10,4; 2% 

1050 FOR X#! TO 2: FOR N#! TO 2: BEEP ,3,4: 
GO SUB 1080; BEEP ,6,4; GO SUB 1085; 
BEEP ,3,4; BEEP ,3,7: BEEP ,4,0: BEEP 

.2,2: BEEP ,8,4; PAUSE 10 

1055 FOR X=! FO 2; BEEP ,3,5: GO SUB 1085; 
BEEP ,&,5; BEEP ,1,5; BEEP ,3,5; FOR 
N=1 TO 2; BEEP ,3,4: GO SUB |I1080: BEEP 
-1,4; FOR X#1 TO 2 

1060 BEEP ,3,4: FOR X=1 TO 2; BEEP ,3,2; 
GO SUB 108S; BEEP ,3,4: BEEP ,6,2; 
BEEP .6,7: PAUSE S:FOR X=! TO 2: FOR 
N=! TO 2; BEEP ,3,4: GO SUB 1080 

1065 BEEP ,6,4; GO SUB 1085: BEEP ,3,4: 
SEEP .3,7: BEE (78705 “BEEP” .2,'4 (eeer 
.8,4; PAUSE 10; FOR XI TO 2; FOR N=! 
TO 2; BEEP ,3,5: GO SUB 1085 

1070 BEEP ,5,5: BEEP .1,5: BEEP .3 


N=] TO 2: BEEP .3,4; BEEP .5,4: BEEP 
.1,4: FOR X=1 TO 2: BEEP .3,7; GO SUB 
1085: BEEP. .3,5: BEEP .3,2:, BEEP ..6,0 


1075 PAUSE 50; GO TO 1000 
10830 NEXT N; RETURN 
1085 NEXT X:; RETURN 
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The Problems With Collecting 


Two of the main problems with collecting anything 
are knowing where to draw the line with what you 
collect and how to limit your spending, I 
mentioned these in an earlier article, 


Collectors are an odd breed; a cross between 
fanatics and hoarders, who would find it difficult 
to choose between passing up a rare specimen and 
Parting with next week's housekeeping, (CI confess 
to spending my last £185 on a TI-99/4A on a market 
stall recently when part of this sum was meant for 
other things, ) 


Buying by telephone also has it's pitfalls, Not 
Just the obvious ones of not being able to inspect 
goods before paying, but also the added hazard of 
running across another collection, Comparing notes 
is one thing but when two collectors with a 
Similar passion get together the main Casualty is 
the telephone bill, Add to this the inevitable 


swapping that follows the exchanging of 
information and you tend to end up with more than 
you intended, CAdmittedly I have gained much 
information on my own subject in this way, >? 

Space (is ra major Problem, especially when 
collecting larger items like computers, What 
starts out as a "nice" inexpensive hobby ends up 
with a bedroom looking like an @lectricians 
workshop with "bits" everywhere, Computers, 


themselves present the added problem of not liking 
cold damp attics, sheds or cellars, I could never 


bring myself to store a computer or fragile 
software media in an unsuitable place, so all the 
other accessories such as cables, add-ons and 
Spare parts are boxed and banished to cupboards, 
drawers and under beds, until required, Which 
brings us back to the problem of hoarding, CHow 
often have you thought: "I must hold onto this, it 


may come in useful one day,") 


Another problem with collectors is that once an 
item is collected it tends to stay collected, 
Parting with anything is difficult, Myself, I have 


set limits on my pastime, I collect primarily 
Spectrum games and old computers, The size of my 
games collectiom limits itself. In other words it 
has reached the stage where I seldom see "new" 


games to add to it and the larger the collection 
becomes, the rarer new additions become, 
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The collection of computers iss another story 
however, The temptation to collect games and other 


accessories for each computer is always there, My 
general rule is no more than two of any one 
computer with just a basic set-up for one of them, 


Add-ons sometimes come as part of purchases and I 
tend to decide on whether or not to keep them on 
an individual basis, This really depends on if I 
find them interesting or not, For example I would 
not part with my multifaces for the various 
Spectrum models but I got rid of a Spectrum 
Microdrive set-up simply because I disliked using 


the cartridges, Games, other than Spectrum, are 
limited to about fifty titles per hak @& of 
computer, although when I inherit more than this 


with a new purchase I tend to keep the majority of 
them, CThe technical term is hoarding !) 


Almost as annoying as buying the occasional dud 
computer is buying one with a missing part, I have 
had a dead Toshiba HX-10 for sometime and recently 
I found both a working model and someone else with 
a collection of MSX games on tapes, Unfortunately, 
I could not get the cassette lead needed to load 
the games SO they remain untested. cI had a 
Similar problem with an Acorn Electron some time 
ago but had a manual for it which gave enough 
detail to have a cable made up,? Unfortunately I 


have no HX-10 manual, Manuals are often separated 
from the machines but a few well placed ads have 
turned up quite a few in the past. I am all in 


favour of authenticity but it takes second place 
to seeing a new machine up and running. 


Having read this far you now know what collectors 
are about, You can, therefore, understand how 
important a partner is who shares in the hobby, or 
at least tolerates it, My wife is of the tolerant 
type ! How tolerant, I discovered one night when 
she came to bed late to find an Atari STFM 
assembled in the last remaining Space on the 


bedroom floor, Being late she entered the room in 
darkness and found the Atari by stepping on it's 
mouse, I might have been forgiven for this if ft. 


had not stepped over her to check the Atari before 
helping her up |! 


Finally a cautionary tale, Beware of computers you 
are untamiliar with or that are in poor condition, 
I ignored this once, when I cane across an 
Australian computer, a Dick Smith VZ300, 
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we We 
ae COLLECTOR’ S JOURNAL We 
Me Me 
% WRITTRM. Biv «sis otic es ches dome es LHE .COLLECTOR, * 


WE ME WHE HE HE RE HE HE HE HE EE HE HE EE HE HE HE HE HE HE EE HE EEE EEE HE eee 


It was rusted slightly externally and minus it's 
Power unit, but although TI had neo information on 


it I wanted to see it work, The power socket was 
marked 939V so I wired it up to spare Speccy psu,,, 
only to find the polarity wrong $$! I could tell 


from the smell of Burning and the fact that the 
Main fuse blew that I had done something wrong. It 
reminded me of the need to treat electricity with 
respect, Having said that, the collector in me 
would still like any information on the VZ300 that 
anyone has, 


That is all for this isSUe except for a couple of 
appeals: - 


Eirstly for myself; I would like to get manuals 
for a TI-99/4A, Toshiba HX-10 and Atari STFM, if 
anyone has any spare copies, 


Secondly. I am considering articles on classic 
Spectrum games and would appreciate suggestions on 
what others consider as classics and why,.,..?7 


Please write to THE COLLECTOR cYo Spectrum u,k, 
Thankyou, 


WE ME HE HE HE HE HE NE HE EE HE HEE EE EE EE EE EE EE EE EE 
Looking For A Game 
We Can Help !!1!! 


Spectrum Games Einder Service 


We specialise in selling second hand games and utilities to 
the still thriving Spectrum Community. In addition, we are 
now offering a new Games Finder Service.So if you are trying 
to track down that elusive Spectrum title, get in touch with 
us and we'll see what we can do. 


The cost of our finder service is £2.00 per title plus the 
cost of the cassette/disk. 
But you pay nothing until we track down the 
title which you require. 


Send as much information as possible about the title 
which you require to; 
Games Finder Service 


A C/O James Waddington ~ 
11] Finsbury Drive 
e Wrose, Bradford te 
BD2 1QA ; 
ME HE HE NE ME HE AE HE EM HE HE HEH HE HE EM HEM HEH HE HE EE EH EE 


HRHERHRHRHEHRHRERRHERA HR RHR RK 
HRRKRKRHHRKKERH RHR KKK RK RK 


47 


(ens ctmac Crceewora 


As it‘s Christmas why not get into the spirit of 
things and have a crack at this Christmas Crossword 
kindly sent in by John Thomson, 


KKKKKKKKAKKAKAKEKAKKKKAKKKAKAKKAKKKEKKAKAAKKKKKKKAKAKKKKAKKKKAKKKKKE 


ACROSS 


1 Seasons Greetings ! (5,9) 

8 Much time spent here in preparation C58) 
10 Decorate the tree with some ¢6) 

11 9 down Cannot do this for the sledge (3) 
12 Tends to come with S Down (3) 

13 Christmas Greenery 7 (7) 

17 I hope I am sent one (4) 

18 You becomes this at Christmas (4) 

19 Save this for New Year C¢(5) 


20 Christmas __. 7? ¢€3) 
22 Plant beneath the fairy is this (9) 
26 ciiw & Onion Stuffing (4) 


27 Not odd (4) 
28 Santa may laugh at this garden tool (C(3) 
29 He is still laughing (2) 


30 C&31 down) Only one Crossword in this mag (8 & 1,1) 
32 (&33 down) The number of presents received to date 
(3,3) 


34 The sort of old man Santa iss (4) 
35 Word of agreement (3) 

36 The festive season (8) 

37 Shone over a stable (4) 


KEKAKKKKKKKAKAKKKKAKKAKAKKAKAKKKAKAKKAKAKKAKAKKKKKKAKK AKA KKKAKKKKE 


DOWN 


Cut by a Druid's Sickle (9) 

Only Rudolph has one (3,4) 

Log or Tide ? (4) 

Wish the merry gentlemen would do this (4) 

Not to crisp or deep, I hope (4) 

Christmas Carols in plenty should sound so, (7) 

Speccy greeting (6,3,4) 

No good to the man in red for transport (5) 

14 &16 Partridge here (for lunch?) (4 & 4) 

18 By the 26th it will be this (4) 

17 May all the hostilities do this for the festive 
season (6) 

21 Between choruses (6) 

23 Love or peaca (7) 

24 At least one should be welcomed on 25th (5) 

2&5 When it‘s all 15 down you await this year (4) 


WNOOHAaAWN— 
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Competition Corner 


Welcome back to Competition Corner, Thankyou for 
your many replies which certainly filled the hat 


up, 
Here are the results :- 


The winner for the SPOT THE SYMBOL Cpage A6 
October mag) is : Chris Wilson of Swindon who wins 
a fiver just in time for Christmas, the Pumpkin 
was on page 34, WELL DONE CHRIS, 


The winner of the WORDSEARCH CPage 47 October 
Issue) is :- ference Bland af Corby who also 
wins F-) Fiver just in time for Christmas, fhe 
Phrase was SPECTRUM UK —- SPREAD IHE WORD, WELL. 
DONE TERENCE, 


Your challenge this month is SPOIL IHE IURKEY. 


Somewhere in the pages of this month's magazine 
you will find a TURKEY hidden for you to find ail 
you have to do is find out which page it i8 on 
tell us and you could be a lucky winner of a crisp 
fiver.,....CJust in time for the January Car Boct. 
sales,......! 


Please send your entry to the usual address nem 
later than February Sth, Photocopies are 
acceptable, 


I found the TURKEY on page number. 


@OO@DVDoa@m@Moeo@O@DI AI DOBI@@*MIOOAIOQW A GAA VD AIAMA*AAO AMAIA M@AAAVADM*MO9OOQOOMVOOMVOOD®D® 
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In this article I have the greatest of pleasure in 
bringing to your notice the latest work of a Spectrum 
programmer, yes that’s correct a Spectrum programmer 
who still loves the machine enough to in his spare 
time create new games and utilities for the best 
eight bit machine ever produced, 


The programmers name is JONATHAN CAULDWELL, he wrote 
to us a little while ago asking if we would review 


his latest two games, his letter gave nothing away 
concerning his programming skills and I must confess 
that I didn't know of him, SO we wrote back and 


Suggested that he sends his work in and we would have 
a look at it, only then did we realise that this man 
was something special, so I wrote back to him asking 
if he could supply us with some background 
information on his Spectrum work,.. 


I will at this point share with you part of his 
letter that he wrote back, 


A little information on my Speccying background? I am 
afraid that it probably isn't very interesting, but 


here goes: [ bought my first Spectrum at the age of 
13S back in iss4, and learned machine code the 
following year, In 1987 I started grafix wizards, 
selling a multiple choice adventure creator {[ had 
written, taking lineage ad's in computer magazines, 


It did quite well. 


Over the next few years I wrote many more programs, 
having several of them published on the cover tapes 
of CRASH, SINCLAIR USER, and YOUR SINCLAIR, although 
I am probably best known for the EGGHEAD games and 
HAUNTED HOUSE etc. 


Nowadays I have to fit my Speccy programming time 
around my job aS a programmer Cwhat else could 1 be! > 
and the nightlife of Nottingham and Oerby, but I 
still manage to produce one or two Spectrum programs 
a year, at the moment <I am currently working on a 
Platform game creator utility expected sometime next 
year, 


So there you have it folks a Qgenuine speccy lover 
doing his best to keep the Spectrum alive,Now lets go 
on and Nave a close look at the two games that 


Jonathan sent in, to avoid biasS on my part IT have 
passed the reviewing of Jonathan's games td Sharon 
CJulies sister’), and Julie (Sharons sister), so here 
goes: 


o1 


The first game is titled DEAD OF ALIVE price £2,99p 
Sharon reviewed it, here is what she said, 


If you are into frenetic 
shootem ups then I can assure 
you that PEAD QR ALIVE will 


most certainly appeal, the 
action is very fast indeed, and 
as you ga through each level it 
gets faster and faster... .,.phew 


at one point I thought my 
Speccy was going to go up in 
smoke, The idea of the game is 
to make your way through each 
level shooting outlaws and at 
the same time dodging their 
bullets, If you shoot the 
barrels then they reveal bonus 
items which maybe collected to 
increase speed or firepower, At 
the end of each level you run 
into a gang leader who must be 
shot several times (not an easy 
task? before he is Killed. 


All in all I thought that READ 


brilliant game, certainly very addictive, the only 
real critisism I have, is that the graphics could 
have been better, but on saying that once you are 


into the game then you don't have a lot of time for 
sightseeing. 


Out of 100 I would give QE&AD OR ALIVE 75, with better 
graphics it would have been more, 


The next game is titled GLOUP price £2,99p, reviewed 
by Julie. 


GLOOP is my kind of game, I love platform games and 
that is what GLOOP is, The idea is to leap from 
Platform to platform avoiding the mutants, On the way 
collect lollipops and sweets ¢€ Yum Yum ? for energy, 
and bubble gum to blow bubbles at the enemy. if a 
mutant is hit enough times within a short period it 
will become bloated and float off the screen (Creally 
great stuff), as you get deeper into the game it 
speeds up and the mutants change. 


In my opinion for what it is worth GLOOP is 
excellent, it‘s original, addictive ie, Cafter two 
hours Roy pulled the plug otherwise [ would still be 
there GLOOFP GLOOP GLOOFING, I love the title GLOUF"’,. 
this game is worth every penny of £2,.99p. in actual 
fact I think it is worth double that. Very well done 
Jonathan and many thanks for allowing me to review 
your great GLOOPY GLOOP game, 


Score out of 100 is a GLOOPING @lw 93. 1 almost 


forgot GLOOP can be played with either goystick or 
keyboard, 
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Well there you have it folks, I 
cannot stress enough how very 
important people like Jonathan 
are to the future of the 
Spectrum, » you want to see 
the Speccy stay alive then you 
mus t support everyone who are 
doing their bit, 


Jonathan says in his letter, as 
& special offer to Spectrum uk 
members you can have both games 
for the princely sum of £4,99p 
or £6,000 overseas, 


To order any new Games from 
Jonathan please send Cheques or 
Postal orders to; 


KKKKKKKKKKHEKEKK KKK KKK KE KKKKKKKX 


* Jonathan Cauldwell * 
* S Helmsley Orive * 
* Eastwood * 
* Nottingham * 
* NGIG -—- SRS * 


KKKKKRKRKKKKRKK KKK KKKKKKKKKKKKKK 


Now let me continue with some other programs that 
Jonathan has produced that you might be interested in 
Purchasing, 


BUMPER BOOGIE PACK Cten games?) price £4,99p 


CRAZY GOLF/DEMOLITION £2), 399 p 
TURBO BASIC COMPILER 2,2 £a4,99p 
Overseas please add £1, thank you, 

KEEP THE FAITH KEEP THE SPECCY ALIVE 


| ~~ | 


CodeCruncher 


By John Blackburn 


Comments, Complaints: 
Shannas Schoolhouse, 
Clola, 

Mintlaw, 


Aberdeen AB42 8AE. 


Me 


MINE S cae 


Stand to attention, Code Cruncher Cadets! About turn! Left right left right! Hyyyyap! Very slack, 
very slack indeed. | can see that you've gone soft while I've been away. You've been playing 
games, haven't you? You've been lying around in your wittle bunny wabbit slippers watching 
television wiv mummy, haven't you? You've been stopping people in carparks and showing them 
your rare cabbage leaf collection causing gross inconvenience to upstanding members of 
society which you are not, you miserable rotten shower! 


CodeCruncher 


Presents: 


Right, I'm going to lick you all back into shape and make you into a fighting codecrunching team 
once more even if it kills you. OK, Jumbo James, give me 100 press ups on the double. No one 
does that in my presence and gets away with it. 


Do you see that building, Chalkie? Go and jump off it. And as for you, Ginger, with your grubby 
buttons and unpolished shoes, | order you to spontaneously combust this instant! 


That's a very interesting question, Pongo, and one that will cost you two years in the tower of 
London. 
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In answer to Pongo's question: while you horrible lot have been swaning about enjoying 
yourselves, | have been slaving away in Geneva discovering the fundamental nature of the 
universe in CERN. CERN is the European Organisation for Nuclear Research. It is a huge 
organisation devoted to the study of particle physics, something you wouldn't know much about 
Badger Barton: go and clean out the latrines immediately. 


| was working in CERN as a summer student and | was involved in a theoretical analysis of what 
happens when two heavy atoms (such as sulphur and gold) are collided together at enormous 
speeds. These collisions take place in the SPS (Super Proton Synchrotron particle accelerator), 
a 6.7 km in circumference circular tunnel buried 100 m under the Swiss-French border. Being a 
Superhero certainly saved me a lot of money in aeroplane tickets, | can tell you! 


Electric and Magnetic fields cause the particles in the accelerator to fly round and round the 
tunnel at increasing speeds (approaching the speed of light, about my jogging speed, | believe) 
and then to collide inside a huge particle detector situated in a sort of underground cavern. 


Although the SPS is big its only a baby (like you Jumbo James, that’s only 13) compared to the 
LEP (Large Electron-Positron) collider, which is 27 km in circumference, every cm, mind you, 
packed full of highly hexpensive hequipement. 


So that's the reason why | was AWOL for the last two issues of SUK and | can see what a sorry 
state you have all gotten into without me. TEN-shun! 


To further you heducation, | shall hereby list all the fundamental particles known to particle 
physics. 


The particles in the universe divide into two groups: the hadrons and the leptons. The Leptons 
consist of the following particles: 


Leptons: 

Electron,e Electron Neutrino, v 
Muon, pt Muon Neutrino,v 
Tau,t Tau Neutrino,v 


The neutrino particles have no mass and no charge. The other particles have a negative charge, 
the electron being the lightest and the other two much heavier. 


The second group of particles are the Quarks, there are six quarks: 


Up u 
Down d 
Charmed Cc 
Strange s 
Top t 
Bottom b 


The quarks like to group together to formed composite particles called hadrons. They can form 
into groups of two and three quarks called mesons and baryons respectively. There are 
hundreds of possible hadrons each consisting of a different quark combination. 


Some examples of mesons are pions (x), kaons(K), rho(p), J/psi (J/w) etc. 
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The baryons divide into two groups: the nucleons and the hyperons: the nucleons are the two 
particles found in the nucleus of an atom: the proton and the neutron. The proton consists of to 
ups (u) and a down quark (d) and is designated uud. The neutron is udd. 


All the other baryons are called hyperons. Some Hyperons are the Sigma(Z), the Omega(Q), and 
the Cascade(=). 


For all the particles above there are antiparticles with the same mass but opposite charge. We 
can have antielectrons (called positrons) anti-up quarks, antipions, antiprotons etc. 


In addition to these particles which make up the matter in the universe, other particles carry the 
forces that we see in the universe. The electromagnetic force which accounts for all of 
electronics, radio waves, light and chemical reactions is mediated by the photon (y). The strong 
force which holds the quarks together (and holds the nucleons together in the nucleus) is 
mediated by the Gluons. The weak force which takes part in nuclear reactions in the sun is 
mediated by the W and Z particles and gravity which explains why its bad to jump of a cliff 
(except in your case Slacker Jarvis) and the motion of the planets is mediated by the Graviton. 


If that wasn't confusing enough particles are also classified by putting them into two different 
groups: Fermions and Bosons. Leptons and Baryons are Fermions and Mesons and the force 
Carrying particles are Bosons. 


That's enough education, now let's move on to the serious business of computer programming. 
Hyyyaappp! 


For this month's Code Crunching effort | have decided to write a version of Mine Sweeper, a well 
known game for the PC. Its an extremely simple puzzle game which doesn't require much speed 
and so should run perfectly well in spectrum BASIC. 


In the game, you are presented with a rectangular grid of covered squares. Some of the squares 
contain mines (chosen at random). Your task is to uncover all the squares which don't contain 
mines. If you uncover a mine its boom-boom, comprendez? I'll have you doing this for real if your 
not very careful, Basher Blenkinsop, Haaayyap! 


The cursor starts off in a square without a mine and you can move it with QAOP. Then press 
space to uncover the cursor's square. If there is a mine, you're toast (ya shmuck!) and the 
computer will show you the positions of the remaining mines. 


If you uncover an empty square, a number will appear in the square telling you how many mines 
are adjacent to that square. Diagonals count so the number of neighbouring mines is from 0 to 
8. Squares with zero surrounding mines are shown as a dot to make them more distinctive. 


From this information, you should be able to deduce where some of the mines are. If you know 
where a mine is you can plant a flag on the square (or a ? if you are not so sure) by pressing ‘1'. 
Press 1 to alternate between placing a flag a ? and nothing on the square. Planting flags and ?s 
is quite safe! 


The total number of mines and the number remaining (not flagged) are shown. The fatter 
number is assuming you have correctly flagged the mines’ positions. This number is only as 
accurate as you're own deductions. If you die and have placed a flag where there is no mine, 
then this is shown as an X. Correctly positioned flags are left alone and unflagged mines are 
shown. The mine which killed you is shown in another colour. 


To make life even more difficult, | have written the program in Pascal. Don't panic, Pascal is very 
similar to basic and you should be able to convert the program with the following information: 
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Stuff like a:=5 is the same as LET a=5. Pascal does not have line numbers but each line ends in 
a semicolon (;). The spacing between lines is of course not allowed in basic. In fact Spacing is 
irrelevant in pascal, two ‘lines’ can be in the same line of the screen as long as they are 
separated by a ;. In basic this would correspond to «. If '-' represents a command then the two 
languages compare as follows: 


Pascal BASIC 
Pe 10 - 

SF 20 - 
“jie; 30 -:-:-:- 


FOR loops are of the form 


FOR a:=1 to 5 do FOR a=1 to 5 
begin 
end next a 


Pascal also has repeat until loops which can be simulated by BASIC if then goto: 


repeat 10- 
a:=at: let a=at1 
untila=7; if a<10 then goto 10 


Pascal has formal procedures which can be called from the main program be writing their 
names. In BASIC, use GOSUB RETURN. 


procedure results 10 REM results 
begin 

end; return 

BEGIN rem Main program 
results; gosub 10 

END. stop 


Pascals single line ifs are very similar to those of basic 

if a=1 then a:=a-1 if a=1 then let a=a-1 
Pascal also has multi-line ifs 

if a=1 then if a=1 then gosub 100 
begin . 


| ae | 


: 100 - 
2 110- 
end; 120 return 


OR 
if a=1 then -:-:- 


The second option is cetainly quicker unless one of the commands is itself an if in which case 
the only option is the first one. 
A few miscellaneous points: 


if keypressed then - if inkey$<>"" then - 
key:=getkey; let k$=inkeyS 

write (hello’); print “hello” 

read (g); input g$ 

{end of loop} rem end of loop 


In Pascal, you need to declare all the variables at the start of the program. This is not required in 
BASIC but remember to dimension the two arrays: 


b:array (1..20,1..20] of integer dim 6(20,20) 


The random numbers are rather different in Pascal. round(random(4)) would give 1,2,3 or 4 
picked at random whereas in BASIC you would use int(rnd*4)+1. 


Textcolor is used to set the -- no, it can't be, but it is -- colour of the text. But the colour scheme 
is completely different so its up to you to think of a tasteful colour scheme. The program works 
by having basically one colour for the normal squares on the grid and another for the cursor 
position, but the Spectrum has a secret weapon- FLASH. 


You cdn alter your program to implement a tasteful colour scheme for the different things in the 
grid. For example, use inks 0 to 7 for 1-8 surrounding mines ( with a black dot for no surrounding 
mines ). Use a contrasting paper colour for each number to help distinguish between them. And 
then make the square at the cursor position flash. You must switch the flashing off when the 
cursor leaves the square. You could have red flags, blue bombs and whatever else you like. 


| would suggest using a black background paper colour (it tends to set the other colours off 
better) and a black border. This gives the illusion that the screen is bigger than if you have 
contrasting paper and border colours. 


While you at it, why not define some UDGs for the flags and the bombs. You could add all sorts 
of special effects and really jazz the game up tremendously. At the moment, it is extremely dull. 


Once you have converted the program to BASIC and made it look really cool, why not send it in 
to Spectrum UK? | am sure your version would be just as good as the PC original. It would also 
mean immediate promotion from Cadet to 3rd Class Grunt, just think about that! 


You will also have to worry about the If..then..else statements | have used. In this structure, the 
first block (between BEGIN and END;) is executed if the logical statement in the IF line is true 
and the second block can only be executed if the logical statement was false. You can mix 
ELSEs and IFs together to results in: 


If ... then 
begin 
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end 
else 

if... then 
begin 
end; 
else 
begin 


end; 


Giving a series of blocks of code only one of which will be executed depending on the logical 
expressions. You will have to program around this in BASIC using an IF statement to check 
whether the condition is true and another to check whether it is false. Note that if a block of code 
consists of a single line then BEGIN and END; are not necessary. You could have: 


If ... then 
write (hello’); 


The other thing is the procedure, ‘tile’. This draws the square at position p,q. Notice that this 
procedure has p and q as arguments. You can set p and q to be equal to 3 and 4 be Calling tile 
like this: . 


tile(3,4); 


This is extremely useful when you want to execute the same code many times without having to 
type it in more than once. In basic, you will have to actually set p and q before GOSUBing the 
subroutine. 


Notice how | have used indentation to make to the nesting of ifs and fors easier to see: 


if... then 
|begin 

| for... do 
| jbegin 


| | 

7 ae 

| | if ... then 

| | |begin 

Tae Sees 

| | Jend; {of inner if} 

| jend; {of for} 

jend; {of outer if} 

You can see how the opening and closing of nested blocks of code happen in the same column. 
The stuff inside a for loop is to the right of the statements outside it. the further to the right the 
text starts, the more deeply nested. 


OK, enough Pascal, how does the program work? Well the structure is really identical to any 
game you could program. There is an overall main loop which sets up the mines in the grid, 
plays the game until the end (either you're dead or you win) and then repeats. Note that you can 
specify the size of the grid (the length of one of its sides). ‘ 
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Within this, there is a game loop which prints out the tile corresponding to the cursor position. It 
then waits for you to press a key. When you have, it acts on your keypress. 


lf you pressed QAOP it updates the xy position of the cursor and unprints the tile which has just 
been vacated by the cursor (i.e. it prints it again in the non-cursor colour). Of course the game 
will not allow you to move the cursor outside of the grid. The loop then repeats, printing the 
cursor in its new position and so giving the impression of a moving cursor. 


lf you press space then the game checks if there is a bomb present in the current square. If 
there is then it prints out the positions of the mines and sets the dead variable equal to 1. This 
then allows the game to exit from the game loop and the 'dead' message is printed. 


If there is no mine then the game calculates the number of surrounding mines and places this 
number in the f array. When the loop repeats the cursor position will be reprinted this time with 
this number in it. 


On the other hand, if you press 1, the game places either a flag, ? or nothing in the cursor 
square. These correspond to negative numbers in the f array. The ‘mines flagged’ variable, cb is 
updated. If you go from nothing --> flag it increases and if you go from flag --> ? it decreases. 
Again, the new appearance of the tile will be printed when the loop repeats. 

Throughout the game loop, the program keeps track of the number of flags, the number of 
Squares uncovered and it knows the number of mines ‘sown’ (i think that’s the correct verb) and 
the number of tiles (=size*size). 


If the number of uncovered squares is equal to size*size minus mines-sown then you have 
uncovered all the squares and the game loop exits and the ‘coo!’ message is printed. 


There, | hope that’s put you all back on the straight and narra’. We'll have no more slacking off in 
future, will we Codecrunchers. No Sir, that’s right! I'll make codecrunchers out of you yet! 


That's still only 15 Jumbo James. Hayyyyupp! 
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PROGRAM LISTING 


IGNORE all this from ‘*** to #tt+ 


SEE ED EEE EEE EE EERE EERE EEE REE EE EEE KEE EEE ETE EERE EDS 


program mine; 

uses crt ; 

var found,unc,mines,r,size,i,ji,%,Y, 
di,dj,neix,neiy,ox,oy,dead,surr, cb: integer; 
sistring; 


SPEEA EEE EERE EG EEE EAE KEE EE EEE ER EEE EEERE KER EEEEK EEK ERE EEE REED 


brarray(1l..20,1..20) of integer; fsarray{l..20,1..20] of integer; 


procedure tile(p,q:integer); 
begin 
gotoxy (p,q) 
if t{p,q]=-1 then 
write('#") 


else 
if f{p,qjJ=-2 then write('F') 
else 
if f{[p,q)=-3 then write('?’) 
else 
if f{p,q]=0 then write('.") 
else 
write (f[p,q]); 
end; 
BEGIN 
repeat 
randomize; {probably not necessary in BASIC} 
clrser; {CLS} ; 


write (*Size?'); 
read (size) ; 
clrscr; 
mines :=0; 
text.color (4); 
found: =0; 
for i:=1 to size do 
begin 
for j:=1 to size do 
begin 
rz:=round (random(S) ); 
if (r=l) then 
begin 
bli, j)]:=17 
mines: =Minestl; 
end 
else , 
begin 
bi, 3] :=0; 
LF (found=0) then ~ 
begin 
2=1; 
es 
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found:=1; 
end; 
end; 

f{i,j)]:=-lz {-l=nothing -2=flag -3=? 0,1,2,3...=surround) 
' gotoxy(i,j)2- 

write ("#"); 

end; 

end; 


dead:=0; 
cb:=0; 
unc:=0; 
repeat 


textcolor (3); 

tile(x,y); 

gotoxy (1,20); 

write ("Total Mines=',mines,* Left=",mines-ch,' °)? 


repeat 
until (keypressed); 
OX? =k; OY: =y?7 


s:=readkey; 

if (s='o') and (x>1) then x:=x-1; 

if (s="p') and (x<size) then #:=x+1l; 
if (s="gq') and (y>1l) then y:=y-l; 

if (s='a') and (y<size) then y:=ytl; 


if (s=' ‘) then 
begin 
if (b(x,y]=1) then 
begin 
déead:=1; 
for i:=l to size do 
begin 
for j:=l1 to size do 
begin 
gotoxy (i,j)? 
if (b{i,j)=1) and (f[1,j])<>-2) then 
begin 
if (i=x) and (j=y) then 
textcolor (2) 
else 
textcolor (3); 
write (‘B'); 
end 


else 
if (b(i,j]=0) and (f{i,j]=-2) then write ('X'); 
end; {j} 
end; {i} 
end {if} 
ELSE 
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if t{x,y]<0 then 
begin 
surr:=0; 
for diz=-1 to 1 do 
begin 
for dj:=-l to l do 
begin 
neix:=x+di; 
neiy:=ytdj ; 
if not ((di=0) and (dj=0)) and (neix>=1) and (neix<=sizce) and 
(neliy>=1) and (neiy<=size) then 
Surr:=surrtb[neix,neiy); 
end; 
end; 
t(x,y]:=surr; 
une:=unctl; 
end; {else} 
end; {space pressed} 


if (s="1l") and (f[x,y]<0) then 
begin 
f[x,y]:=f[x,y]-1; 
if (f{x,y)*-3) then f{x,y):=-1; 
if (f({x,yJ=-2) then cbh:=chtl; 
if (t{x,y]=-3) then cb:=cb-1; 
end; 


if (ox<>x) or (oy<>y) then 
begin 
textcolor (4); 
tile(ox,oy); 
end; 
until ((dead=1) or (mines=size*size-unc)); 


gotoxy (1,21); 
if (dead=1) then 
write ("BOOM!') 
else 
write ('COOL!'"); 


repeat. 
until (keypressed) ; 


until (false); 
END. 
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LOOK BACK is a collection of articles written by enthusiasts 
about unusual computers and consoles. My thanks to Richard 
Farrell and Vicki Giles for their help and contributions to 
this article. Look out for more "Look Back" articles in the 
coming months. 


THE VECTREX 


The Vectrex was very much a specialised console unit with 
it?s own screen and joystick. Milton-Bradley the manufacturers 
had designed the Vectrex initially as a home arcade machine 
incorporating *Vector Graphics’ rather than the *Raster Scan’ 
method used in TV’s and monitors. This method was put to good 
use in games like *Cosmic Chasm* and my all time favourite *Rip 
Off*, although it was not possible to use shades of colour or 
Solid areas. Infact even the line images could not be changed 
from brilliant white? This would seem a drawback, however a 
novel idea was incorporated to give some representation OF 
colour. A piece of clear plastic which was placed cver the 
screen with key areas coloured accordingly. Because all the 
software came on cartridges a screen overlay was also included. 

The Vectrex also had a built-in game ’Minestorm’® which would 
play on powering up, and also a built in timer that would 
return you to the title screen if no movement was shown on the 
joystick. An analogue joystick was used and this could be 
tucked away at the bottom of the unit. Sound was produced 
through it*s in-built speaker and was controlled with a volume 
control switch. It would have been nice to have seen this 
system expanded although some add-ons were produced. 
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SORD MS 

The Sord M5 was probably the first Japanese computer to make 
a Significant impact on the British market. It was produced 
with only 4k of user ram. However because of dedicated screen 
ram and sound chip the user ram was surprisingly adequate. One 
of the best features of the MS was the BASIC language which was 
on a Rom cartridge so had the advantage that it could be 
changed. . 

The Z8@ microprocessor ran at 3.58Mhz similar to the 
Spectrum. Gther similarities between the two were *Dead flesh’ 
keys, and single-key entry. Resolution was also similiar 
192X256 and up to 16 colours. 
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4 

Mon CFUs- ZSBA 

Ad ROM:—- 8k 

en RAM:- 28k, 16k for graphic use. 

ie GRAFHICS:-— 16 colours, resolution 192X256. 

t SOUND:- Three channel, one noise. 

aa EXPANSION BUS: — Composite video, audio, two joypad 
gy connectors, centronics printer port, cartridge port. 
iy 

’ 

7 SUPITER ACE 


] Jupiter Ace sroduced Sy Jupiter CantaS in 1962 was unique in 
y one very important respect. It used forth instead of Basic Git 
: it’s internal Rom. This was supposecly because it was designed 
by a team who wanted to build a computer fer a programmer not a 


f novice. Members of the design team are supposed to have worked 
pm, * *. . . - - 
ei oon the ZX81 and Spectrum which will explain the similarities. 
mo Although very fast, because it was not mainstream enough it 
fi soon vanished. They are now quite rare as the plastic case was 
5 
F very flimsy and easily broken. 
=) 
r CePU:- Zed4 
“ ROMs—- Forth interpreter as cpposed to BASIC. 
ay RAMs - ik on board, iSk ram pack available. 
A SEYBOARD:- Rubber keyboard similar to orignal Spectrum. 
: GRAPHICS:- Biacktwhite lo-res Graphics (same as 2431). 
a 
. SOLND: -— hone 
ro SYPANSIGN: - Cassette cezput/inpuc 7.54 jack pieg, TY Unr 
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TEXAS TI?9/74A 


The Texas T199 was designed as a professional home computer 
and actually contained a 16-Bit microprocessor the TM?7900 which 
was one of the first 16-Bit chips. 

It had a smart appearance with a full size keyboard. 
Provisions were made oan the right hand side of the case for 
hardware expansion. It was a popular computer in America, 
competing with the Apple II, but sadly failed here. One 
appealing aspect of the TI99 was the well presented menu when 
first switched on. There were also a number of cartriges 
designed for the T1797 which allowed extended BASIC, and many 
other languages (Pascal, Forth, Logo). 


CPU: - TMS9900 

ROM:—- 26k : 

RAM:- 16k, Sk graphics ram. 

GRAPHICS:- 16 colours, screen resolution 192k256. 

SOUND:- 3 channel. 

EXPANSION: - Cassette port which allowed for two cassette 
recorders, expansion port, composite video, joystick. 
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me LYNX 


The Lynx was built by Camputers in Cambridge in the early 
19S83*s. The original version was a 48k model this was followed 
by a 946k version and finally a 128k version. It was a solidly 
built micro, the case being a medium grey colour plastic. it 
had an excellent quality keyboard also grey in colour. The FSU 
is worth mentioning if only because it too was grey but was oF 
an all metal constructian and quite heafty. The computer had a 
2785 CFU and the normal eight colours Biack, White, Red, Blue, 
Cyan, Green, Yellow, and Magenta and scund was out put via a 
built in speaker so it only had one channel. The Lynx had the 
capability of having any pixel on the screen any one of eight 
colours (something the GL would do tut a fon years laterd. The 


streen resolution was also quite large 256X248 cixels. The Lynx 
was a well Suilt computer anc very “iaghiy apeciftiec for the ere 
it was mace, Nowever, it was targeted at hon and business anc 
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CFU:-— ZEQA 
ROM: - 16k EASIC interpreter. 
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RAM:- 48k, 96k, 128k Ram versions. 
= GRAPHICS:- 8 colours, screen resolution 255X240 (Graphics) 
"4 40X24 (Text) both on screen at same time. 
SOUND:- One channel internal speaker, 96k version had 
pre-programmed sound FX. ; ait 
CAPANSION PORTS:- RGB and composite video outputs, RS232 and 
parallel (Via expansion module) cassette and light pen 
interface, expansion edge connector. 
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FC ENGINE 


When NEC launched the PC Engine back in 1987 no-one could 
foresee how this tiny machine would influence all consoles that 
were to come. It was certainly a huge leap forward in the 
gaming market, but very few people back in the UK were lucky 
enough to see one let alone own one. The Engine was never 
offically inported into the UK, so it was left to small 
specialized companies inporting a few at a time. Unfortunatly 
this did nothing to keep the price down allowing Netendo and 
Sega to stay at the forefront of the console war. 

The original Engine was @-Bit but nevertheless had superior 
yn Performance to most 16-Bit computers of that period. 5:12 
colours, 6 channel sound and specialized custom chips including 
& powerfull i6-Bit graphics chip. 

Games were to come on “Hu-cards", basically being a larg 
piece of silicone encased in plastic measuring Fmm thick? but 
capable of holdind up to 20Mbit. ; 

Gne oF the best games to appear on the Engine was 
“Hf undoubtably R-Type and considered the best conversion of this 
classic shoot-em up. 

it was not long before NEC started to produce upgrades and 
accessories, and it was this ability to take the original 
Engine and upgrade it rather than junk it which gave NEC an 
unequalled reputation over it’s rivals. 

So why were they not a success? It could have been that even 
the Latest Ru-cards had to be backward conpatible. 
Programmers were mot going to be overenthusiastic to write 
games for 4 ie sit machine that would run om an S-Hit? Also the 
cost wet A Major Factor, games can still Ge Gought, although 

a staggering 63 pounds, CD*s costing 
an average of 25-35 pound. The machine itself with CD-AOM woulc 
cost almost as much as the latest super-consoles? 

& nigh percentage of ganes are very playable and addictive 
and tne machine has a strong cult tollowing which ranks it 
alongside tne feo Geo. 
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GOOD KING WENCESLAS 


| Saeed into the Christmas spirit 
with these two programs writ- 
ten for the Spectrum by Jessica 
Irwin of Beeston, Leeds. 


10 REM GOOD KING WENCESLAS 

1l LET C#l: REM CHANGE THE VALUE 
OF C TO CHANGE THE SPEED OF THE 

TUNE 

12 BEEP C,8: BEEP C,8: BEEP C,8: 
BEEP C,10: BEEP C,8: BEEP C,8: B 
EEP 2C,3: BEEP C,5: BEEP C,3: BE 
EP C,5: BEEP C,7: BEEP 2C,8: BEE 
P *C,8 ; 

13 BEEP C,8: BEEP C,8: BEEP C,8: 
BEEP C,10: BEEP C,8: BEEP C,8: B 
BEP 2C,3: BEEP C,5: BEEP C,3: BE 
EP C,5: BEEP C,7: BEEP 2C,8: BEE 
P 2C,8 

14 BEEP C,15: BEEP C,13: BEEP Cc, 
12: BEEP C,10: BEEP C,12: BEEP C 
,10: BEEP 2C,8: BEEP C,5: BEEP C 
»3: BEEP C,5: BEEP C,7: BEEP 2C, 

8: BEEP 2C,8 . 
15 BEEP C,3: BEEP C,3: BEEP C,5: 
BEEP C,?: BEEP C,8: BEEP C,8: BE 
EP 2C,10: BEEP C,15: BEEP C,13: 

BEEP C,12: BEEP C,10: BEEP 2C,8: 
BEEP 2C,13: BEEP 4C,8 


To alter the speed of the carols, 
change the values of C in the pro- 
grams. The value of one beat is C, ; 
and C is set to one in the programs. 
Make the value of C smaller tof 
speed the tune up, and larger to 
slow it down. 


pelt 
manly U 
10 REM O LITTLE TOWN OF BETHLEHE 
M 

20 LET C#=l: REM CHANGE THE VALUE 
OF C TO CHANGE THE’ SPEED 

30 BEEP €,0: BEEP C,5: BEEP C,5: 
BEEP C,5: BEEP C,7: BEEP C/2,9: 

BEEP C/2,7: BEEP C/2,9: BEEP c/2 
»10: BEEP C,12 

40 BEEP €,9: BEEP C,10: BEEP c/2 
,9; BEEP C/2,5: BEEP C,7: BEEP C 
,7: BEEP 2C,5 

50 BEEP €,0: BEEP C,5: BEEP C,5: 
BEEP C,5: BEEP C,7: BEEP C/2,9: 

BEEP C/2,7: BEEP C/2,9: BEEP C/2 
,»10: BEEP C,12 

50 BEEP C,9: BEEP C,10: BEEP C/2 
»9: BEEP C/2,5: BEEP C,7: BEEP C 
,7: BEEP 2C,5 

60° BEEP C/2.5: BEEP C/2,9: BEEP 

1.5C,12: BEEP C/2,14: BEEP C/2,1 
2: BEEP C/2,10: BEEP C/2,9: BEEP 
C/2,7: BEEP C/2,5: BEEP C/2,7: B 
EEP C/2,9: BEEP C/2,10: BEEP C,1l 
2 
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70 BEEPC,0: BEEP C,5: BEEP C,9: 
BEEP C,7: BEEP C,5: BEEP 2C,0 

80 BEEP 2C,0: BEEP C,5: BEEP C,5 
: BEEP C,5: BEEP C,7: BEEP C/2,9 
: BEEP C/2,7: BEEP C/2,9: BEEP C 
/2,10: BEEP C,12: BEEP C,9: BEEP 
C,10: BEEP C/2,9: BEEP C/2,5: BE 
EP C,7: BEEP C,7: BEEP 2C,5 
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GRAHAM FROM WAKEFIELD jhepests 
Having only just recently 
joined your excellent group 
for spectrum owners may i 

say how impressed i was upon 
receiving your october issue 
of spectrum uk, 


it is vibrant and alive and 
seems to contain something 
of interest for everyone, 
(well nearly but i will come 
to that later), 


SHH RERET 
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At only £1,50p per issue it #4 444+ HH HH HHH HEHE 
is excellent value for money especially in this # 
day and age of cheap and shoddy items that seem # 
to cost the earth, so many congratulations to i 
both yourselves, and all of the obviously 
skilled and dedicated contributors for a super 
read, 
Now let me come to the only criticism that i 
have, nowhere in the magazine is anything for 
the adventurist, i am sure that there must be 
many members who like me enjoy playing and 
writing adventures, so on behalf of us all may 
i ask for an adventure page or two, 

with kind regards 

Graham 
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JULIE SAYS; i 
What a very nice letter Graham and thank you uP 
for your kind words, alas we are only very ve 
small cogs in the production of spectrum uk, iE 
the heroes are without any doubts the many tt 
contributors, because without their dedication # 
to the speccy then all would be lost including # 
Spec uk, so thanks everyone for your work, 7 
te 
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until recently have one, and very good it was 
too, it was written by without any doubts one 
of the finest adventure writers going, his name 
is Joe Blizard, unfortunately Joe has had a lot 
of personal problems over the past year so he 
has not been able to write, 
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# Now concerning an adventure section we did up 

it 

is 

if 

it 
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# However Graham all is not lost we have another 
# contributor to the mag who has expressed an 

# interest in writing regular adventure articles, 
# so hopefully things will certainly be sorted 
# for the new year, 
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ue it 4b 
LES FROM CHELTENHAM WRITES; # at 
I am very pleased to have 12 ub 
received the october issue ie % 
of spectrum uk, wv te 
what a splendid magazine we *# {3 
have and such excellent b {3 
contributors, te ca 
ie ut 

My best thanks to karen of ac us 
penpal uk for her very io uh 
interesting letter and list, # a 
sorry that i couldn't reply # it 
at the time karen but i have # # 
been in and out of hospital a5 i 
like a bouncing yo yo, + 46 4 46 44 46 4 HF Ht OF Ht 4 HE HF 4 Ht 4 OE Ht 
Ccardiac/pacemaker) at my age 80 things get a 8 
bit much at times, ‘enough said’, tt 
i} 

I wonder if there are any speccy users in the uo 
cheltenham area i have tried but can't locate th 
any and feel a bit left out of it, maybe some ig 
good buddy knows of others locally who would Sd 
like to get in touch, ob 
& 

By the way i found the technical articles in uo 
the magazine of considerable interest and our # 
contributors certainly know their stuff, and i 
qf 

Well thats all for now i guess, and thank you ub 
again for an excellent computer hagazine, ub 
regards and best wishes tb 

Les cg 
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JULIE SAYS; 

Thank you for your great letter les it is 
always nice to hear from you, it seems a shame 
that you cannot contact any other speccy lovers 
where you live, after reading this perhaps some 
of our members will get in touch, 
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come on folks you can't leave poor old les a 
serving his sentence in solitary, it only takes # 
a short time to write to him, # 
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# RICHARD FROM SWEDEN WRITES; 

# I heard about your club from the B,A,E.C news 
# letter, and i'm pleased to say that i wish to 
# apply for membership, 

tf continued on next page: 
% 
ut 
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In view of this, I am kindly 

asking that you send me 

information on how to become 

a member, 

I hope you'll be delighted 

to respond to my request, 
Thanks sincerely 

Richard 
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JULIE SAYS; 

Many thanks for your letter 
richard and let us welcome 
you to,.., + 9 4 4 Ht 4 4 Ht HE Ht Ht Ht 4 Ht EE EH 
THE BEST KICK ASS SPECCY GROUP GOING!!! 
erm,,.thats what Roy would say Richard, 

and whilst on the subject of Roy,.we have a few 
members from Sweden, and at some time or other 
they have all received one of Roys begging 
letters concerning the availability of Au Pairs 
if you do happen to receive one, then just drop 
me a line and I will happily bend his ear again 
with the trusty old rolling pin, 
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Only joking Richard,,. 
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SIMON FROM URUGUAY WRITES: 

I have heard of your club for spectrum people, 
and I would very much like to join you, can you 
send your magazine here or would that make 
problems for you, 


I hope to hear from you soon 
Simon 
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JULIE SAYS: 

Hello Simon and welcome to Spectrum uk, can we 
send the mag to you,,,of course we can, we can 
send the mag to anyone living anywhere, even if 
you were a little green man with four legs and 
an aerial growing out of the top of your head 
and you hailed from mars that would be no 
problem, 


REMEMBER KEEP THE SPECCY ALIVE ACROSS THE WORLD 
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